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matter. Above all, reading 
a magazine should be 
fun, entertaining, and 
enlightening — not work. 
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ART DIRECTOR 
е Chris Imlay 


Favorite moment of ЕЗ: seeing 
all the nerds here wearing new 
PSM shirts at the same time. 


ASSOCIATE ART DIRECTOR 


Gary Liew 

What do you mean everyone's 
back from ЕЗ? They can't be... | 
still have beer left... 


= Mess on Deputy EIC's Desk 
“« Becomes Large, Possibly Sexist 


Deputy EIC Kaiser Hwang has left some "really scary" stuff 
onhis desk lately, says Associate Editor Justin Cheng, 
adding, "What's up with that book about pickup lines?" 
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n's Creed 


Laying eyes pon £= A 3 
` Assassin! TUN ab the, Ё 
first time, опе is immediately” 


reminded of another recent. 
Ubisoft title: Prince of Persi 


the gorgeous art 5 
ancient setting; the 
animation and manet 
of the main character; 
backdrop for a violei 


looks, moves, and feels a 
- hell of 20 i Inds. 


| 
To Be Announced 


Action-Adventure 
IULTIPLAYEI 


To Be Announced 


To Be Announced 
SRB RATIN 
Pending 


This is not a bad thing, nor is ; Sands, the situation was ripe for 


it much of a surprise given ће ` success. The combination was 
circumstances, as explained rare, putting together a solid, 
ae game's producer, Jade . established group of people 
iymond. "Immediately after ~ with a chance that development 
‘shipping The Sands of Time, teams long for: quite simply, to 
a small core team was given „+ create а new world and story, 
the mandate to create a new from scratch. "The fact that 
[series] specifically designed these people, as well as other 
to take advantage of next-gen core members from The Sands > 


hardware.” Bringing together the of Time, had already worked 


& WALK THE i. 


e, level design, animation, together means that they were ™ 2. 
imeplay directors from up and running with a long list ™ the late 12th century. You play LINE Or else 
4 of ideas to prototype from day asa character named Altair the people in 
pe a one,” explains Raymond. Two ~ — an assassin by trade, armed the crowd may 
| а Р | years later, we're playing the “with a deadly wrist blade, a grow suspicious 
” € | game behind closed doors at ЕЗ. sword at his side, and a quiver of you. 

-— | b 
Bolo" ^ E | Creed takes place during the of crossbow bolts across his 
w -7 i 3 Third Crusade under Richard back. While the weapons- 
d = ~ 
| utm S ^! - . theLionheart, sometime in based and hand-to-hand action 


certainly recalls Prince (though 
seemingly with significantly 
more depth), there's also more 
emphasis placed on stealth 


| ~ andjenvironment. Each kill 
bh Fes sneaking into a properly 
3 .. . concealed position, and often 


» ends with a great deal of harried 
running, climbing, and diving to 
escape the scene of the crime. 
Much effort was therefore put 
into developing the agility of 
Altair and, by extension, the 
player's fingers. Interestingly, 
the source of inspiration for the 

~ athleticism was the French sport 
y of parkour, or “freerunning” (see 

the sidebar on page 016). 

Indeed, itis the subtlety marsi 


w MORE/DETAILS Rather than bumping into NPCs 
J like a mindless robot, you will actually react to them. 
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| тоне of your character's 
‘movement that makes the 


For instance, when you've 
— dispatched an enemy in a city 
and your only means of survival 
‘is escape, you'll need to make 
our way through the bustling 
rowds. It's something that truly 
demands a firsthand viewing, but 
when Altair brushes up against 
other characters as he moves 
through the streets, he'll subtly 
uses his hands to move people 
“ out of his way. Depending on 
your speed, this will either be 
done politely (as if trying to get 
tothe stage at a concert), or 
with aggression (as if running for 
your life). This seemingly small 


touch WC Un a bit of weight 
- tothe tm ere – finally, а 


чад < 


» + 

: * THE VIEW 
You'll have to 
analyze your 
environment if you 
want to escape. 


game in which you may never 
get stuck walking into a wall 
with your legs moving while 
your body is stopped. More 
importantly, bump headlong into 
a pedestrian and you'll likely 
startle them, garnering the 
attention of nearby guards. 

"The crowd interaction 
works on three levels," explains 
the game's creative director, 
Patrice Desilets. "First, it's the 
main playfield for the player, the 
second-to-second gameplay. 
It's a visceral experience where 
you're asked to touch people, to 
avoid them - to use the crowd 
by blending with it. Secondly, 
since they react to your actions 
depending if they're offended 
or if your actions are socially 
acceptable to them, it is also 
the main feedback for the 
player on how he performs. 
Finally, the game's structure 
will let the player change how 
the crowd initially behaves 
towards Altair by helping him 
out if he helped them first.” 


It's areactive — Ч s | 
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к HI-HO 
You'll have 
your very own 
horse to use 

аз a means for 
transportation. 
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0800183 distinctly reminiscent 
of that which Peter Molyneux 
made quite a bit of noise about 


„with his ambitious but ultimately 


flawed Xbox adventure, Fable. don't plan on КЇЙДЇ? 
Based on what'we've seen thus j tens of guards by, 
far, мете betting dollars то”, 4. m > 


f doughnuts that this one works > 


considerably better. 
To wit: the роршасе!В fully 
mindful of its stifroundings 
(and your actions), meanihg 
that if you drop down from 
a rooftop into the middle of 
the street, or go barreling 7 
through a busy storefront, 7 
the crowd will be Бой z и 
and you'll immediately arous8 7 
suspicions. Sloppy еп у T 
will result in your capture, as 
the more attention You drâw to 
yourself, the more like ull be 
recognized by guards, ` 
As demonstrated'for us, 

much of the game uses ап 
open structure, which from 
this day forward we're going 
to амоје Тегппа to as "GTA- 

tyle” (mission failed). You'll Бе аш 
constantly fed opportunities to ^ ™ 
stray from the main narrative 
in order to help out certain 
civilians, many of whom will 
be able to assist you in return. 
In our demo, there were 
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clergymen who agreed 
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MOST ADDICTIVE MULTI-PLAYER MAYHEM EVER. WITH FIENDISH TRACKS AND HUNDREDS OF 
* CARS TO COLLECT, IT'S THE MOST FUN YOU'LL HAVE THIS SUMMER! 
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| 2 SURPRISE About10% of the game 
mphasize the great living cities. takes place in the present day/future, Wha?! 
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RUNNING SCARED 


For those unfamiliar with 
obscure European pseudo- 
sports, parkour is an “athletic 
pursuit” of French origin, in 
which participants attempt 
to pass obstacles in the 
fastest and most direct 
manner possible. Players 
use skills such as jumping, 
climbing, and various moves 
to get around. The obstacles 
can be anything in the 
environment, so parkour is 
often seen practiced in urban 
areas where plenty of public 
structures and obstacles 
(such as buildings, rails, 
tracks, etc.) make for the 
perfect parkour playground. 
Creative director Patrice 
Desilets explains the creative 
logic he and his team 
employed. “The main principle 
of parkour that we use in 
Assassin's Creedis really how 
they use their environment 
to its full potential, and how 
. theyuse their bodies in 
doing so. | wanted the player 
to experience the kind of 
freedom and mastery over 
the environment that those 
guys must feel. We spent a lot 
of time studying how legs are 
important in which situations 
and how movements are 
done, then we adapted the 
movements to make them 
more ‘assassin like,’ while 
keeping the core philosophies. 
The real challenge was how 
to fit all of those actions into a 
control pad while keeping the 
gameplay accessible.” 
GE | 7T -s 
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шом to help conceal you as 
one of their own if you could 
somehow help promote their 
cause, allowing you to get very 
close to your target. Prevent a 

petty crime and the victim might 

be able to show you a hidden 
pathway or grant you a gift. Of 
course, there are plenty of street 
thieves and hooligans roaming ~ 
the streets who will look to prey 

on those roaming the city, as 

well as embittered civilians who 

will likely attack you if you earlier ` 
refused to help their cause. - 

Easily one of the most 3 
impressive PS3 showings atthe. 
recent ЕЗ Expo, Assassin's Creed ` 
is slated for a 2007 release date. _ 

If history is any indication, thi. 

may just be one of the games that ` 
properly justifies that $600 credit ` 
card bill. EVAN SHAMOON m 
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| If imitation is the sincerest 


| form of flattery, big 
swords аге the sincerestform 
of flattening. Easily the most 
impressive playable demo at 
Sony's booth, Heavenly Sword 
shows more than a few parallels 
with a little PS2 game you may 
have heard of: God of War. 
Bloody finishing moves, loads 
of weapon-based combos, and 


fast-paced, multi-enemy combat 


is the order of the day ~ all set 


па == 


E 


against the backdrop of the 
ancient Far East. 


The demo on display had 

our heroine Nariko facing off 
against waves of enemies 

in a gladiator-style arena. 
Ranged and Power stances 
make for varied attack styles 
(chained blades and a gigantic 


= =ч JH w. 
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sword were shown), and the 
environment is impressively 
interactive: pressing the action 
button allows you to pick up 
objects and throw them at 
enemies. Hold down the button 
after you've thrown an object 
and you're actually afforded 
control of said object mid-flight, 
as seen from a first-person 
camera angle. Can't find 
anything to toss around in your 
immediate vicinity? Grab one of 
your enemies by the ankles and 
use him as a human bludgeon. 
Yes, it's a genre game. No, it's 


tionary in the larger 

ideogames moving 

imulation of punching 
King things until they're 
dead, but it may be the 

you can have with your 
the first few months, and 
t's no small deal, either. 
Ninja Theory, whichis made 

gely of ex-Argonaut 

evelopers, cut its teeth on the 
Microsoft-published fighter 
Kung Fu Chaos for the original 
Xbox. While the game certainly 
had its flaws, it proved one thing 
quite well: the fighting system, 
though not amazingly deep, 
displayed a very impressive 
level of polish, showing shades 
of Dreamcast legend Power 
Stone in some of its finer 
moments. As far as its genre 
was concerned, the timing and 
agility of the hits recalled well- 
regarded Japanese fighters 
much more than it did most 
notoriously inferior western- 
developed counterparts. "It's 
a self-fulfilling prophecy if 
people are told, 'You can't do a 
fighting game because you're 
westerh, the game's Chief 
Designer Tameem Antoniades 
told UK games magazine, Edge. 
“We've done what we're good 


at, and | think when people play 
the game, the whole argument 
about western developers not 
being able to do third-person 
combat will go away." Bold 
words perhaps, but at this point 
in the game's development, not 
without merit. 


When compared to Kung Fu 
Chaos, Heavenly Sword, on 
nearly every level, simply feels. 

in exponentially bigger 

it's а hugely important 
title, arguably Sony's 
t potent showpiece for its 
ем/ console. Using the PS3's 
hardware in ways not yet seen, 
the graphics are bigger than life, 
straying far from the cartoony 
look of Chaos and into a world 
of detailed hyperrealism. At this 
early stage, this is truly where 
the game shines. 
While its still screens 

certainly look good, one must 
see Heavenly Sword in motion 
to truly appreciate its visuals. 
Nariko's hair moves and sways 
with incredible grace – the 
developer committed half of one | 
of the Се processor's SPUs just 
to rendering it. "The problem 


with emotion in games has 
been that the technology has 
been limited," says Antoniades. 
“If you can't create believable 
characters, they can't express 
believable emotion. That, for 
us, is the biggest difference 


MP. between next-generation and 


Previous generations." 

In addition to what Antoniades 
call§'some of the best facial 
performances in a game 
ever," the result is incredibly 

"convincing, visceral action 
'Sequences. There are dozens 
of enemies simultaneously 
animating in ways simply not 
possible on PS2, the menacing 
subtlety of their movement 
„creating all the impetus you 

4 fieed to fight back with vigor. 
This level of detail is not limited 
just to characters: the outdoor 
lighting modelirenders individual 
airborne water | 


articles,  EO20 
k. = de 
. 
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0191 andis apparently able to 
accurately reflect and color the 
sky. The action feels weighty and 
meaty, here once again recalling 
God of War and Devil May Cry 
more than the many forgettable 
third-person action games 
that have flooded the market 
in recent years. Rather than 
lacing all of its characters with 
over-the-top rag doll physics, 
Heavenly Sword is a game in 
which every slash, stab, and 
plunge feels like the aggressive 
act of violence that it is. 

While the camera system still 
has its problems, the combat 
is already very solid. Worth 
noting, as alluded to earlier, is 
the impressive counter system, 
which seems to have its timing 
nailed perfectly (a much more 
difficult task than it sounds). 
Successful attacks and stylish 
combos will also serve to fill 
а meter in the lower left-hand 
side of the screen; once the 
meter is full, you can hit a button 
to unleash a huge, space- 
clearing combo. The boss 
battle provided good grounds 
on which to demonstrate this: 
the staged, multi-combo attack 
was immediately reminiscent 
of the mini-games in God of 
War (there's that name again), 
requiring the player to match 


button presses and directions 
on the d-pad. 


Making a first-generation 
PlayStation 3 game that stands 
up to the best Xbox 360 has to 
offer is no small task. Despite 
Sony's (supposedly) more 
powerful hardware, developers 
have been working on 
Microsoft's platform for more 


than a year longer. However, c 


this is the mission developer 
Ninja Theory has before them 
and, from what we've seen thus 
far, the developer is getting to 
know its hardware remarkably 
quickly. We'll find out soon 
enough whether heaven's gates 
(read: retail success) open to 
the biggest PS3 game you've. 
never heard of. EVAN SHAMOON 


ЕЗ GOD(DESS) OF WAR There's really only one game to compare this one 10. 


iS „сысы 


E а а. 


LIGUID МАХ 


ABSORBING CLOTH 


SPOKE BRUSH 


INTERIOR TOOLS 


u 
с 
[o] 
d 
E 
3 
a 
Е 
Я 
m 
> 
3 
a 
= 
я 
a 
p 
D 
2 
® 
[ex 


previews сн 


i š ` 


known for Brett 

thing, and Əlle thing only) 
publishing, Made the title feel 
a bit overshadowed. Great 
gameplay goés a long Way; 
though, and Mercenaries ended 
up shipping over two'million 
copies worldwide. 

Rather than go for a quick 
cash-in sequel on the PS2, 
the team at Pandemic set 
almost immediately to work 
on the sequel – (ог PS3. In 
development for just over a 
year, Mercenaries 2: World 
in Flames is as much about 
fleshing out the ideas from the 
original as it is fan service. 
"Nearly the entire Mercenaries 
team stayed to work on 
Mercenaries 2, and our first 
tasks included creating the 
foundation of a new engine 
targeted to next-generation 
platforms, exploring and 
eventually pursuing a visual 
tone, and creating early designs 
for the features most requested 
by fans of the first game,” said 
Mark Domowicz, Assistant 
Director on the game. 

Easily the most requested 
feature was cooperative play, 
and as you may have guessed; 
it's in. During the middle of our 
hands-on time with the game, a 
second controller was plugged 
into the PS3 development kit 
and the screen split vertically, 
seamlessly allowing another 


Pat ا‎ game, 
mM Тез 215 very much 


player into the game. This raises 


“some interesting logistieal 


questions about game design ‘= 


about open-ended “sand, 1, 
gameplay. Pandemic 15 fully 
aware of these issue§ and is 
designing the game to work 
around these problemă. “Ittis 
a design philosophy of ours? 
to avoid tellihg the-player. = 
‘how’ to-complete anobjec i 
and favor saying only № 
the objective is,” explains 


‘how’ not only gives players 
the freedom to define their 
own plan of attack, but it also 
means our contract designs 
[the game's mission objectives 
- Ed.] require very little change 
to accommodate a second 
player. Where an objective 
that states 'Drive to Caracas 
та motorcycle’ might require 
special changes as soon as 

a second player entered the | 
game, an objective that simply 


states ‘Get to Caracas' requires _ 


no such adjustment." 
A common criticism of the 
first game was its storytelling, 
or lack thereof. There simply 
wasn't a compelling narrative 
like, say, GTA: San Andreas, 
grounding the player in a 
believable world with real 
characters. This is a high- 
priority issue for the team, and 
on top of simply creating more 
memorable characters and 
personalities, the contracts 
will play a heavy role in the 
narrative, as explained by 
Domowicz: “In Mercenaries 2, 
the contracts that the players 
accept and complete will be 
used as vehicles for telling 


(2 


Domowicz. “Refusing to dictate = 


the story. This is Ín direct." 3 
contrast to MercenriesdwWere у 
the contracts were largely, В 
disgognected from the fiction. 

By deteupling contracts from + 
the fiction, we had a'lot of" " 
freedom to rearrange hd even 4 
cut contracts without too MUCH = 
consequence. This was great е 
"for redubing production risk, but 
was а fhisSed opportunity for _ 
the story. Fhis time around We g 
are committing to telling a lot of 
the Story though the contracts.” 

` Mercenaries 2 made for an 

impressive дето While it” 

vet tă, be seen whether огпоЁ ` 
the complete game can таке 
good on its promises of solid 
sony dg mesi design 
that's open-ended whil&not 
breaking the samă, we" oping 
this TS'8ne world in flames that 
refuses to burn out. `“ E 
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Incognito 


т 


A week and a half. In 

| that amount of time, the 
developers at Incognito got their 
hands on the final PS3 motion- 
sensing controller and made 
it work with the Warhawk ЕЗ 
demo - but that's getting ahead 
of ourselves. Let's start at the 
beginning, with what Warhawk 
is really all about. 

First and foremost, Warhawk 
on PS3 is not a sequel to the 
original. Though it shares the 
same name, and there are bits 
and pieces lifted from the old PS 
one title, this version actually 
reboots the franchise more 
than anything else. "We have 
all these little nods, homages to 
the original, but we're not trying 
to tie into that story; we're not 
trying to tie into that universe," 
said Brian Upton of Incognito. 
"We're like, 'Let's re-imagine the 


4 


First and foremost, the world 
receives an extreme makeover. 
It's a world like our own, yet 
very different at the same time. 
Upton explained, "It's set in a 
time period that's roughly the 
technological equivalent of the 
early "505. They have jet fighters, 
but they're not very advanced, 
but they also have all that sort of 
weird science fiction technology 
that hasn't been developed in our 
world." That's putting it mildly 
when you have huge destroyer 
battleships flying through the air 
and other equally fanciful things 
strewn about the enormous 
world of Warhawk – a world 
that is large and full of life, all 
constantly streaming off both 
the Blu-ray Disc and the PS3's 
hard drive simultaneously with 
no load times aside from the first 
one when you start the game. 

Continuing with this theme 
of re-imagination is the new 
on-foot action. Said Incognito's 
Dylan Jobe, "The soul of 
Warhawkis the flight shooter, 


whole thing from the ground up.” 


* ب‎ 
А 1 3 Warhawk, we 
want to experience the battle 
from multiple perspectives. 

So you can land a Warhawk, 
get out, be a soldier on the 
ground, and there's a variety 
of different vehicles." You read 
that correctly: you can get out 
of the Warhawk, walk around, 
and drive vehicles like jeeps and 
tanks. In fact, there are actually 
missions devoted to this 
ground-based combat, adding 
diversity to a genre that some 
people feel is too monotonous. 
The game also supports land 
and air vehicles in its online 
multiplayer mode, which maxes 
out with 32 players. 

The main reason Warhawk has 
been making all the headlines, 
though, is that it's the first 
game to demonstrate the newly 
designed PS3 controller and 
its tilt functionality. As Jobe so 
enthusiastically demonstrated 
on stage at Sony's ЕЗ press 
conference, when you tilt the 
controller left, your plane 
follows. Tilt right, turn right, 
and so on. What about the 
ground combat, though? "If 


я ARMY OF 100 The final game is said to feature hundreds. 
of planes in the sky at once, as well as ground forces. 


your plane, that is. Yes, there ar 


[using the tilt function during 
-ground-based missions] feels 
comfortable, then we're going 
to do it," explained Jobe. "If it 
doesn't work, we're not going 
to force it on the player." Along 
these lines, you can opt not 
to take advantage of the tilt 
function when flying around. 
Warhawk is all about choice. Or, 
as Jobe so elegantly puts it, "We 
really wanted to give the player 
the ability to just have this big 
world and a bunch of war toys 
to play with." Game on, friends, 


game on. JUSTIN CHENG я THE GREAT WIDE OPEN Huge environments make using the tilt controller a bit more fun. 
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EZ Valkyrie Profile is nota 

a= series that stands tall 
with the likes of Final Fantasy 
and Dragon Quest = at least not 
yet. There's no good reason for 
that. The original, first published 
for the PlayStation in 2000 and 
soon hitting the PSP, is a twisted 
tale of dying warriors and an 
apocalyptic war that's enough 
to get anyone's blood pumping. 
Valkyrie Profile 2 ups the ante 
with amazing graphics and an 
exciting new story. 

In fact, the graphics are the 

first thing that will hit you — this 


is one of the finest looking games 


on the PlayStation 2. According 
tothe game's producer, 
Yoshinori Yamagishi, "We have 


approached almost... the limit. 
of the PlayStation 2. This game 
fully utilizes the functions of the 
PS2... it all makes the game so 
beautiful." The world is full of 
detail, and the characters are 
some of the best-looking we've 
ever seen, helping to make the 
story truly believable. That's a 
good thing, because the plot is a 
little peculiar. 

Young princess Alicia isn't 
your average medieval maiden. 
The god Odin has cast the spirit 
of Silmeria;a Valkyrie (female 


warrior) out of Asgard and into 
the body of this mere mortal. 
That's alright; though - it gives 
her the power to call on the 
spirits of dead warriors to aidher „а 


are action-based, 
view; Alicia can fir 
enemies to freeze tl 


mazes, you'll also co 
remains of fallen figh 


г 


" 
jf; 
vs 


= 


* 


fey 
* 


Я" 


? Є 


8027 Touch their weapon, and 


Л оц сап summon them from 


ithin Silmeria's soul. They will 


» thenjoin you in your quest. 


| Each arena that you'll fight in” 
is large, and you can explore 
freely. As you approach any 


| enemy, you can see their rang 


Your party, like in many NE | 
S comprised of four warriors.” 


lotion and attack, allowing 


ке ap out of harm's way. 
anthen try to get behin 


y. 


RC 


й. 
atd 


i 


and launchanattack on. #5 


39 ак A 
e points you can 


я BLAM! Eachof your characters has unique attacks, 


making combo-forming something of a skill. 


alkyrie Profile 2: Silmeëria . 


VP LENNETH 
The original Valkyrie Profile 


game was released in 2000 
for the first PlayStation. At 


| the time, excitement over the 


PlayStation 2, and the obscurity 
of Enix in the U.S., resulted 

in just about nobody paying 
attention to the game. Many of 


| those who did, though, became 


ardent fans of its unusual story 
and characters. It stands as 
one of the most unique RPGs on 


the PS one, so it's no shockthat | 


Square Enix intends to give the 

title a second shot on the PSP. 
The game is played from a 

2D, side-scrolling perspective, 


| andits complex dungeons 


and original combat system 
(each character is mapped to a 
different face button) are what 
keep players coming back for 
more after all these years. 


я ROOTS Asin the original game, ma characteris mapped to a face button. 
"o 


е v 


Share your customized character through Wireless ad hoc battle with up to 2 
— " wireless infrastructure Ghost mode. players to prove wha is the real champian. 


Updated and enhanced graphics Play mini-games in ad hoc mode ar 
on 19 stages of pain. individually Гог а change in the action. 


Tekken: Dark Resurrection has arrived on the 
PSP™ (PlayStation® Portable) system. Fight with new characters Lili and 
Dragunov or other favorites including Jin, Heihachi, and Armor King. 


EDITORS* 


CHOICE 


“Best Fighting Game” “Best PSP Fighting Game” 
“Best PSP Game” å 


RATING PENDING _. 
B Visit www.esrb.org 


nP for updated rating 


information. 
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210281 you like it, you simply 
tap the buttons on the PS2 pad; 
each of the four face buttons 
represents one of your warriors. wanted to create a sequel. We 
Massive combo attacks are created what we wanted to," 
run of the mill in Valkyrie Profile Yamagishi explained to us while 
2. Once you do enough damage, demoing a near-final Japanese 
you can launch astonishingly. build. Judging from that, we see 
powerful super attacks. It agame that's got the polish and 
sounds complex, and maybe а preseritátion to match any other 
bit slow, but it's anything but. RPG on the PS2, with the fast- 
Your party is agile enough to hop ——¿paced combat-gameplay that 
around the battlefield, and шетт, "вме the game its own soul. 
combos come quick and fierce (TT CHRISTIAN NUTT 
Despite the great looks а 4) j 


was not БО ЧЕЙ to plan 

weren't thinking of creating a ` 
sequel... Valkyrie Profile itself 
was a complete story. However, 


Profile, there'were still 1015. 
of semn that's why m 


ы 


oil it here, but ће 


oven | 


There's no such thing | 
too much horsepower 


а" Advanced Engine 


But are you getting all the horses you paid for? Fact: Friction steals up to 10% of your engine's 
power. So how much power you get is directly related to your oil. Q's patented heatactivated formula 
reduces power-robbing friction better than any conventional oil. The hotter it gets, the harder Q works. 
Find the right power-maximizing Q products for you at Qpower.com. 


а ми 
UNLEASH ALL YOUR HORSES: ADVANCED. 
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еве: Final Fantasy XII . EN 


COULD THIS BET 


PERFECT RPG? 


Pending 
Square Enix 


Square Enix 


Я MOVIE MAGIC. 


= now, anyone who's 

=== attention knows 
two things about the Final 
Fantasy games: all of them 
are triumphs of gameplay and 
graphics, and they don't have 
a heck of a lot to do with one 
another. Judging by those 
standards, we'd say Final 
Fantasy XII is the s 
poster child: Pulli 


the world of the F 
Tactics ва wi 
features that ra 


no doubt. The game fe 
the story of Vaai 


an empire. Determined to find 
his own way, he falls in with а 
Couple of rogues and his true 
adventure begins. The story 

blends the complex, hard-to- 


„follow politics of the original 


Final Fantasy Tactics (it even 
sets up the story with a color- 
coded map) with the traditional 


"evil empire wants the Crystals" 


yarn we've been playing for 


wW pers can reach the level of 


CG quality that Square Enix does in its epic cinema scenes; 


_ same Spells and summoned 


gamei: 


years. The resul i ar 
mature, yet incredibly 
This mixture of old and me 
perhaps the very bas 
game's immediate appeal: — 
The battle system blends. 
old and new ideas, too. Whi 
the characters all act in real 
time, attacking together, ће ” 
abilities and presentation mimic ва 
older games; you'll find the 1 


monsters, and а menu system 
you'll instantly recognize. The 
big innovation is the Gambit 
system, which governs 
character attacks. You set up 
each character's behaviors as 
rules to follow. For example, 
you mightset some: 
anyone whose hit points dip 
below 70%, and then cast Cure 
on whoever it might be. Tha 
just a very basic example; 
there are tons of different 
combinations. Learning abilities, у 
while superficially similar to || 

Final Fantasy X's Sphere Grid, is „ 

actually something all its own. N 

With the new License Board, 
you'll unlock not just different 
skills, but also the ability to 

wield certain weapons. 

Maybe the most striking thing 
about Final Fantasy XII is just 
how long it's taken to come out. ^ 
After all, the last mainstream 
single-player Final Fantasy 
was 20015 Final Fantasy X. | 
E to Square Ена 


Даде 


produce, we do believe that this. 


бен = IT 
59 the ga 


ко 


producer, Akitoshi Kawazu. The 
gameplay changes? They're a 
big part of that. "We wanted to 
create a game with a system 
that everyone could enjoy, not 
specifically [any one country]... 
this is a product that we think 
everybody would want to play." 
With a deep and complex 
story, the largest world ever 
seen in a single-player Final 
Fantasy game, and an exciting 
new battle system, he could 
be right. This is a game that 
could only happen with years 
of attention and care. The 
innovative gameplay, the fully 
realized fantasy... it's seemingly 
everything you want from a 
Final Fantasy; it might even 
trump last year's epic Dragon 
Quest VIII in scope. Can you 
think of a better way to say 
goodbye to the PlayStation 2? 


(я CUTIE-PATOOTIE The Final Fantasy games always 
have the most lovable creatures. See evidence above. 


esa: Final Fantasy XIII 


THE PS3 GET 
NUMBER 132 


Ше: of the most exciting 
- and most mysterious — 
" to be unveiled at ЕЗ, Final 
Fantasy Xillis set to take the 
series in a new bold direction. 
While PS2's Final Fantasy XII 
steps away from the traditional 
turn-based RPG gameplay we've 
seen for the past several years, 
FFXIII will take the changes even 
further – so far that we can't 
even see where it's going.... 

The mysteries don't stop at the 
game's new battle system; we 
have a few details on the game's 
cast, too. The only character 
that has been revealed so far 
is a feisty young woman who 
reminds us of Gunslinger Yuna 
(Final Fantasy X-2) or the self- 
reliant Ashe (from Final Fantasy 
XII). This girl can handle herself: 


— and everyone else - in a fight, _ j 
in the trailer, she takes on ай ў 

full of Marines by herself. Witt | Е 

a gun in each hand, this femme d z | 
fatale puts her foot доу = on | d | 
the soldiers’ soft bits, mostly. 

The stunning movies showing 
her kicking ass — par for the 
course in an FF game - are 
nothing compared to the moment 
the delicious visuals turn into 
real-time gameplay. Producer 
Yoshinori Kitase explains, 

"With the PlayStation 3 and 

next generation we'd like to try 
something that's seamless." 

He means that the story will be 
integrated fully in the gameplay: 
think of the battle scene in the FF 
CG film Advent Children where 
Cloud and Co. take on Bahamut. 
Why wouldn't something 036 


AVAILABLE. 


To Be Announced 


ONLINE 


To Be Announced 


ESRB RATING. 
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PUBLISHER 
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034 that epic and visual 

work as a boss encounter in a 
next-gen FF game? Judging from 
what we've seen of FFXIII, that's 
exactly the direction that the 
series is headed. 

Back to the trailer: rather 
than a simple arena with a few 
enemies and party members, 
our heroine is alone in a large 
area - as large as any entire 
room in FFX – and surrounded 
by enemy soldiers. She flips 
between the troops, slicing them 
with the blade on her gun, and 
then freezes time to unleash 
a powerful fire attack on the 
entire crowd. While the menu 
on the screen implies that the 
control isn't too far off from the 
FF standard, we can't help but 
feel that some revolutionary 
changes are on the way. As our 
heroine ends her fight, the game 
transitions back to a cutscene 
without skipping a beat. 

Don't worry that you'll be 
expected to forget everything 
that you know about the series, 
though. The power of the PS3 
isn't just good for pushing the 


series we love in new directions, 
it's also great for enhancing the 
best aspects of them. In another 
Scene, we see this warrior 
maiden wander through a forest 
dungeon. This lush world of 
sunlight and exotic plants is 
crammed with detail, but it is 
also very recognizably the heir 
tothe previous games' dungeon 
exploration scenes. 

With a world filled with 
robots, advanced trains, and 
weaponry, this game's story will 
take us places that FF has only 
dabbled in before. According 


* SWEEP THE 
LEG, JOHNNY 
Visually, the 
game retains the 
signature feel of 
atraditional Final 
Fantasy game, 
yetit also seems 
completely new. 


to Square Enix, this is the most 
technologically advanced 
setting to ever appear in the 
series. If you thought the Mako 
reactors in Final Fantasy VII 
were something, you're in for 
a big surprise. This is a world: 
where magic and technology 
have merged, and we don't doubt 
that has some bearing on the 
gameplay, as well. 

This game, like Metal Gear 
Solid 4, should exhibit some of 
the generational leaps (certainly 
visually) that we're all expecting 
from the PS3. CHRISTIAN NUTT 


TWO STONES, TWO BIRDS 


+ MYSTERY 
Besides looking 
incredible, we 
know pretty 
much nothing. 
about this game. 


The announcement of FFXIII 
wasn't the only surprise Square 
Enix had in store for ЕЗ: Final 
Fantasy Versus XIII is also in 
development for the PlayStation 


3. Unlike the RPG-style main 
sequel, this game is an action 
title under development by the 
team responsible for both of the 
Kingdom Hearts games. Better 


yet, all of the cutscenes are being 
done by the same people who put 
together Advent Children. 

While we don't have a single o 
concrete detail on the gameplay, 
we can say that the story is 
completely unrelated to the main 
tale of FFXIII, All we've seen so 
far is a short movie of a powerful 
warrior in a modern-day world, 
who can reflect the bullets of 
soldiers back at them as easily 
as he summons a host of magical 
swords to deal with them. Hero 
or bad guy? We won't know more 
until Square Enix feels like peeling 
back the mystery – probably at 
the Tokyo Game Show coming up 
this September. 


NEVER TRUST A PIRATE! 


Play as the notorious Jack Sparrow and 
experience the adventure of a pirate's life 
as you battle the undead, vicious cannibals ` 
and monstrous creat ofthe deep. ` 


— Р = 


Fight the undead in a battle 
for your soul. 


Clash in epic ship-to-ship 
battles via multiplayer. 


Use special pirate combo moves and 
superior agility to defeat enemies. 


Battle swarms of enemies in your 
quest for the Dead Man's Chest. 


Play The Game and Save Your Soul June 27th. па те com 
See The Movie July 7th. 
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"not a World War. oter^— - 
but ita iodern day; 
a er. e game takes place 


| 


l 
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| 


| capabilities offline and off. 


"Ted Price, hedd honcho 


THIS SHOOTERJ | 
BE PS3’S BIGGEST ‹ n 
LAUNCH GAME ~. 


While it would be 

premature and 
irresponsible to start tossing 
around a phrase like “the PS3's 
Halo," Resistance: Fall of Man 
does share a bit in common with 
Microsoft's cash cow. Besides 
both being first-party launch 
games, andboth being first- 
person sh@pters, Res pe 
most imporfant tie to № | is 
that it is primed to be the game 
that sets thejtone for Р9З" 5 
launch and, more importantly, its | 


| 


_ Despite пита! assumptions, 


of Insomniac, has said 
emphatically that his title is а 


in Great Britain in 1951, and it's 
definitely not the happy, shiny 
1950s that we've all read about 
in our history books. This is 
definitely a bleak place, and 
the reason that the world has 
become a very different place 
is because of a race called the 
Chimera,” Price explains. The 
Chimera are a race of creatures Á 
from parts unknown that carry. 

a virus that transforms humans 

into other Chimera. Because of 


their attack, World War | never Insomniac has strayed from its 

occurred in the game's fiction, strengths; they've just tweaked 

but the world is still a very 1 them to fit with this darker 

scary place – a departure for *- tone: "We have a history of 

a company that was previously creating very exotic weapons at 

known for its family-friendly Insomniac,” said Price. “Ratchet 

Ratchet and Clank games, which was a comical approach to that. 

were some of the funniest Now we're taking a much more 

and most lighthearted games serious аррхсаси to making 

around. Resistance, said Price, exotic weapons." 

"is all about scaring the hell out This idea is best писа — 

of the player.” with guns like the Bullseye, a MR. BRIGHTSIDE Atleast 
But that doesn't mean that Chimera weapon that allows and use the Chimera's weapons against them 


fat” = 


Shooter 


32-Player Versus 


Yes 


| Pending 


Sony 


Insomniac 


you to "tag" а target so that you 
never miss, no matter where 
you're aiming. You can also 

tag an open area, then shoot 

at it, thus filling it with live 
rounds — which then creates а 


Я KODAK MOMENT The tjnted 
scenes create a very unique mood. 


deadly, swarming booby trap. 
Of course, what kind of game 
would it be without grenades, 
available in both the standard 
and spear-shooting variety? 


This being an FPS and ай, we + 
mustn't neglect to mention ther ., 


multiplayer aspect. There's a 
fully cooperative offline game, 
so you and а buddy can play 
through the single-player 
campaign via split screen, as 
well as 32-player online versus 
play. Featuring both on-foot and 
vehicular combat, the chaotic 
battles never Stutter from their 
60 frames-per-second bliss = 
ever. While the me's hot quite 


„ > 


/ и the visual stunner that, say, 


Metal Gear Solid 415, there's a 
good amount of environmental 
destructibility – and plus, the 
year is far from over. "We have 
Six months until launch,” Price 
said. "You're going to continue 


to see things improve in terms of 


the look, the amount of stuff on 


the screen - simply the amount 


of stuff that's going on." While 
a busy scene isn't necessarily 
a good one, Insomniac knows a 
thing or two about charm. The 


question is whether the veteran 


studio can flex that muscle to 


craft an irresistible experience. 
JUSTIN CHENG 


~ 


М FREEZE FRAME The game may look like Call of Duty, but really, it's more about weapon strategy. 
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=== Guitar Hero ll 


Dance Dance Revolution 

may have brought music 
gaming to the masses, but 
consider this: have you ever felt 
cool playing that game? Most 
people actually shy away from 
it - particularly in public — with 
fears of looking, well, a bit silly. 
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Hell, it can even be a battle just 
to get someone to sing a round 
in Karaoke Revolution. Guitar 
Hero, then, is an anomaly in 
the world of peripheral-based 
music games, as people fight for 
turns to play it. Why? John Tam, 
the game's Executive Producer 
puts it best. "You are the lead 
guitarist in a rock and roll band. 
That statement is so simple and 
everyone gets it," he explains. 
"When they see the songs in 
the set list they get excited. The 
great thing about Guitar Hero 
is that people feel like they are 
performing these songs and they 
sound like the real guitar heroes 
when they play." 

With that said, Guitar Hero 
II, the inevitable sequel to the 
surprise hit of 2005, looks to 
bring the rawk back once again 
with a few new additions to 
turn the volume up from 11 to 
13. Take the co-op mode, for 
instance. Now, rather than you 
and a buddy alternating parts 
of the same riff, the two of you 
can complement each other with 
one person playing lead and the 
other rhythm, complete with new 
chord combinations. Better yet, 
there are now dedicated bass 
lines to play, and don't think that 
because bass lines tend to be 
simpler that the game is any less 
fun. "Bass tabs tend to be more 
repetitive, but in co-op mode 
the goal isn't to be competitive. 


ni OO 


х DYNAMIC DUO The new bass lines and co-op mode аге so perfect, we 


а M 


wonder how we ever lived without them before. What next, drums? Moog? 


If one note stream is easier than 
the other then it doesn't matter 
— they are playing together, 
right? Playing the bass or rhythm 
section is challenging because 
you are basically listening to 
another part of the song that 
you're not used to playing," says 
Tam. "In some songs (like [those 
written by] Primus), the bass 
notes are harder than the lead 
guitar notes." 

Guitar Hero Il boasts а 
completely new selection of 55 


я HOOK'EM HORNS Or does that mean “rock ‘til you drop"? 


songs, with works from the likes 
of Van Halen, Black Sabbath, 
the aforementioned Primus, and 
the Butthole Surfers. While the 
thought of having some of the 
hits songs from the previous 
game remade with lead, rhythm, 
and bass tracks is a sweet one, 
RedOctane's design philosophy 
turns it bittersweet instead. 
"Each version of Guitar Hero 
will have its own exclusive song 
content," mentions Tam. “We 
don't want players to feel like 
we recycled content on them. 
That's not the RedOctane way. 
Bands may return, but not the 
same song." It's good reasoning 
all in all, and Tam has mentioned 
the possibility of downloadable 
content in next-gen iterations of 
the game, so we're not giving up 
just yet. KAISER HWANG 


7 DRIVE LIKE JEHU This guy 
reminds us a bit of John Reese. 


WEAPON 
OF 
CHOICE 


RedOctane 
has this to 
say about 
anew 
controller 
model: 
“Changing 
the shape 
basically 
forces us to 
make fewer 
guitars at 
one time. 
That's a very 
bad thing for 
us right now 
because we 
still can't fill 
the demand.” 
In regards 
tonew 
colors, they 
commented 
that “Gibson 
offers lots 
of different 
colors and 
styles for 
every shape, 
[so] why 
shouldn't 
we?" We can 
live with that. 
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| | 
Bail = | | 


| Î Free Radical doesn't 
TYPE sit still. Made up of 


NER key members of Rare, these 
first-person shooter veterans 
onne (Goldeneye on the N64 is their 
Yes claim to fame, though let's not 
ESRB RATING. forget the excellent TimeSplitters 
series) have jumped publishers 
USA ES once again — after starting with 
> 
MADEBY Eidos and then moving to EA, 
they have now teamed with 

š Ubisoft. The studio's latest game, 

Haze, joins the ranks of other 

* Ubisoft shooters (most notably 


Far Cry, another jungle-based 
Shooter with cunning artificial 


intelligence), and our brief demo 
of the game left us with mostly 
positive impressions. 

The game puts you 25 years 
into the future in the role of Jake 
Carpenter, a soldier in an army 
funded by a private corporation 
called Mantel Corp. Thanks to 
the company’s limitless funds, 
the Mantel army has access to 
cutting-edge vehicles, weapons, 
and “performance enhancing 
biomedical support.” That 
equates to you being part of the 
most elite — and feared – army 
in the world. Not a bad place to 
be, seeing as you get dropped off 
in the middle of South America 
to take down The Promise Hand, 
a rebel faction that promises at 
least one thing: your death. 

From a gameplay standpoint, 
Haze utilizes a squad command 
system that will be familiar to 
anyone who's played Rainbow Six 
or Ghost Recon. While a squad- 
based shooter in the jungle may 
Sound pretty unremarkable on 
paper, there was just enough in 


our demo to keep us intrigued. 
For example, moral choices 

— such as whether or not you kill 
innocents — will affect the game 
greatly. After shooting a harmless 
villager, the colors onscreen 
washed out and the sound 
muddied, hinting that there's more 
here than meets the eye. The fact 
that the demo room we were in 
looked like a high-tech laboratory 
furthered our suspicions. 

Though we only got a small 
taste of Haze, the developer's 
credentials make a strong case 
for the game turning out great. 
While we can confirm online 
multiplayer, anything more is 
shrouded in mystery. Expect 
more sooner than later. 

KAISER HWANG 


Increase your chakra and unleash 
multi-level super attacks to ascend the 
ranks and become a full-fledged ninja. 


Fight as one of over 12 playable 
characters to complete missions and 
unlock tons of bonus content. 


Switch between 12 interactive stages 
mid-combat while performing 
powerful ninjutsu moves as seen 
in the hit television series. 


дъ í 

аа ачит 
Use а variety of weapons, close combat 
or call on support characters to assist 

with super attacks or drop off power-ups. 


В PlayStation.2 


Cartoon Violen р ⁄ | BANDAI 
Suggestive Themes 3 с 1 Е | 
1 2 1 Gam 7 
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"THE MELTING POT Rabbids 
come in all sorts shapes and sizes, 


= 
To Be Announced August 
Tecmo | PUBLISHED BY Square Enix 
Тесто 1 Square Enix 


Tokobot Plus is actually a гетаке 
of the original PSP title, but with 
as many new features as it has, it 
might as well be an entirely new 
game: You can actually upgrade 
your Tokobots now; the levels 
lifted from the PSP game have 
been retooled; a few new bosses 
have been added; and the game 
as a whole is just less linear — all 
of which addresses most of our 
complaints about the original 
version. Now if they would only 
speed up how fast your character 
runs just a bit... JUSTIN CHENG 


It's pretty amazing how long 

Final Fantasy VII has resonated 
with fans. It's been so popular 
that a number of games and 
movies have been created from 

it, including this one. Rather than 
another RPG, Dirge takes the 
FFVII world and serves up... a 
shooter? Well, yes. In fact, though 
most of the time you run around in 
third person, the shooting parts 
are very much like a first-person 
shooter. Hey, if Star Wars can be 
an RPG and a shooter, why can't 
Final Fantasy? KAISER HWANG 


2: Rayman Raving Rabbids | 


THEU.S. 
DIFFER- 
ENCE 

It's no 
secret that 
gamers have 
different 
tastes. With 
that in mind, 
know that 
the fine 
folks over at 
Square Enix 
have tailored 
the domestic 
version 

of Dirge 
with a few 
features to 
cater to U.S. 
audiences, 
like a double 
jump and 
faster 
shooting. 


' DRESS UP rm. 
Change clothes "nns 
to infiltrate the. VAILABI 
enemy. Yeah. Holiday 

Ubisoft 


Ubisoft Montpellier 


MONKEYS 
TO 
RABBITS 


| AVAILABLE ETERA | 
PUBLISHED BY [EEE _________ 
| MADEBY | Volatile Games 


If you're going to make a game 
based on an older movie, 
Reservoir Dogs seems like a solid 
choice, with its tense action and 
fractured narrative. The game 
expands upon the movie's story 
while retaining some signature 
Quentin Tarantino elements, like 
the music (including “Stuck in the 
Middle with You”), and Michael 
Madsen, as he reprises his role 
as Mr. Blonde. It sounds pretty 
faithful to the film, but it's likely 
to take a number of liberties – we 
just hope it doesn't take too many. 
JUSTIN CHENG 


which threatens the very existence of mankind: Lance and his fellow comrades must now rise 


Eris 
up against the Dread Knight and prevent the destruction of their world. 


‘Travel through a lush 3D world Jump online with friends to explore Collect recipes and craft A revolutionary real-time battle 
packed witî VICIOUS creatures. dungeons and gather heaps of loot. powerful weapons and items; system adds depth and 
excitement tojevery encount 
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“To Be Announced 
| PUBLISHED BY 
LucasArts 

| MADE BY 


LucasArts 


+ 


1:4 To Be Announced 


The PSP's first... er, first-person 
shooter is headed straight for the 
PS3 and we've seen it in action. 
Obviously, the graphics have 
seen a substantial increase in 
quality, so much so that we had 
to question whether we were 
watching a CG movie or not. Since 
the game is a ways off, details 
are on the scarce side, though 
we think it's safe to assume that 
there won't be any randomized 
levels, and that a fully-featured 
online multiplayer mode will be 
included. KAISER HWANG 


To Be Announced 

Sony 

Game Republic 

Both the first Genji and this PS3 
sequel pride themselves on 

being (very loosely) based on 

real Japanese history, but Genji 
2takes a much more action- 
oriented, Dynasty Warriors-ish 
approach than its predecessor 
did. You'll battle throngs and 
throngs of enemy soldiers and, 
er, giant crabs, while utilizing 
some new gameplay features, 
such as the ability to swap both 
characters and weapons on the 
fly. Did we mention that you battle 
with giant crabs? Oh, yeah, guess 
we did. JUSTIN CHENG 


TIME TO TRADE? 


That's why we've created the ultimate neighborhood 
gaming store where you can trade in and trade up! 


Hit (sure EG for a store near you. 


We understand." 


BEST DEAL ON TRADES 
IT'S A GUARANTEE 


TRY BEFORE YOU BUY 
ONLY GAME CRAZY LETS YOU 
PLAY BEFORE YOU PAY 


LARGEST SELECTION 
OF NEW, USED AND CLASSIC 
GAMES AND CONSOLES 


To Be Announced 


To Be Announced 


Quantic Dream 
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¥ IT'S ALL TH Every bit of this 
«kitchen is modelei саппу detail, 
including the sink. 


ЭЭ November 

» Em] 

ву Sony CEJ 

What makes Eye of Judgment 
special is that it actually does 
something different. Not only 
does it merge videogames and 
card games (literally), it combines 
the two in an intuitive way using 
the PS3’s EyeToy camera. See, 
like every other card game, 

you have a physical deck with 
character and action cards and 
such. You then lay down a card 
in front of the camera and the 
game recognizes which card 
you've chosen and how you're 
using it via the EyeToy. The game 
then displays whatever action 
onscreen, visualizing whatever it 
is you did on your turn. It's a small 
step towards real virtual reality. 
JUSTIN CHENG 


The List OF UPCOMING GAMES 


F== GAMES 


PSP GAMES 


| COMESOUT || GAME — — $$? | COMESOUT | 
5 | ошовег2оов E 
Cabela's Alaskan Adventure 09/01/2006 NRA Gun Club. 10/01/2006 Cabela's Alaskan Adventure 09/01/2006 
NASCAR 07 09/01/2006 World Championship Poker: 10/01/2006 NASCAR 07 | 09/01/2006 | 
NHLO7 SN 09/01/2006 eth STER B NHL07 09/01/2006 | 
World Pool Championship 09/01/2006 burro Poker: Tournament} 10/01/2006 SteelHorizon — 09/01/2006 
World Series of Paker: 09/01/2006 veter: The Last Airbender 19/02/2008 World Series of Poker: 09/01/2006 
Yakuza 09/01/2006 Barbie 12 Dancing Princesses 10/02/2006 Loco Roco 09/05/2006 
Zatch Belll: Mamodo Fury 09/01/2006 Eres amo da 10/02/2006 Ultimate Ghosts N Goblins 09/05/2006 
Okami 09/05/2006 Destroy All Humans! 2 10/02/2006 Bomberman: Act Zero 09/12/2006 
One Piece: Pirate's Carnival 09/05/2006 le: ВР 10/02/2006 Bounty Hounds 09/12/2006 
Spyhunter: Nowhere to Run 09/05/2006 axele A e ci AS LEGO Star Wars Il: 09/12/2006 
RE GSE 09/05/2606 | Mortal Kombat Armageddon 10/02/2006 The Original Trilogy. 
E 09/12/2006 NBA Live 07 10/02/2006 Rengoku 2: 09/12/2006 
ES E Nicktoons 10/02/2006 The Stairways to H.E.A.V.E.N. 
LEGO Star Wars I: 09/12/2006 SpongeBob SquarePants: 10/02/2006 The Godfather 09/12/2006 
The Original Trilogy Creature From the Krusty Krab Асе Combat X: | 09/19/2006 
Reservoir Dogs 09/12/2006 hes eens 10022005 Skies af Deception 
E Nasa 09/12/2006 Tlger Woods PGA Tour 07 10/02/2006 SENSES LD 09/19/2006 
SnoGross 2: 09/12/2006 ЈАНА 10/03/2006 DEO asd оре 
Featuring Blair Morgan Just Cause 10/03/2008) GUN Showdown 09/26/2006 
Open Season 03/19/2006 Justice League Heroes 10/03/2006 = ПИТ 
Valkyrie Profile 2: Silmeria 09/19/2006 NBA O7 Featuring the Life Vol 2 10/03/2006 
ATV Off Road Fury 4 09/26/2006 Test Drive Unlimited 10/03/2006 = ; 
Scarface 09/26/2006 Star Trek: Battlestations 70/06/2006 Avatar ща | SEIN 101022006 
Splinter Cell: Double Agent 09/26/2006 God Hand 10/10/2006 repre 10/02/2006 
Shin Megan Терге. 001012008 НЕА Soccer 07 10/02/2006 
Chicken Little: Ace in Action 10/16/2006 Hammy Goes Nuts 10/02/2006 
ETE 10/16/2008 Hard Rock Casino 10/02/2006 
Thrillville 10/16/2006 NBA Live 07 10/02/2008 
Dragon Ball Z: 10/17/2006 NBA 07 10/02/2006 
Budokai Tenkaichi 2 Powerstone Collection 10/03/2006 
Dot.Hack G.U. 10/24/2006 Test Drive Unlimited 10/03/2006 
Flushed Away 10/24/2006 Star Trek: Tactical Assault 10/06/2006 
Phantasy Star Universe 10/24/2006 Battle Zone 10/09/2006 
Superman Returns 10/31/2006 Every Extended Extra 10/16/2006 
Mortal Kombat: Armageddon 10/02/2006 Lumines Il 10/16/2006 
Nicktoons 10/02/2006 Thrill ville 10/16/2006 
SpongeBob SquarePants: 10/02/2006 ATV Off Road Fury Pro 10/17/2006 
Creature From the Krusty Krab MESRINE 10/17/2006 
Final Fantasy XII 10/03/2006 Vice City Stories 
NBA 07 Featuring the Life Vol.2 | 10/03/2006 Spectral Souls 10/17/2006 
ударно ще dae Battlestations плен Capcom Classic а 10/24/2006 
още оле TEREST UTES 10/24/2006. Death Jr. The Root of Evil. 10/31/2006 
Š Killzone Liberation 10/31/2006 
WE MANT IT Cabela's African Safari 11/01/2006 шеше це ПЕ UAE 
Call of Duty 3 11/01/2006 
Guitar Него 2 11/01/2006 Gallof DütyS Jug 
TIT — NER 11/01/2006 Marvel Ultimate Alliance 11/01/2006 
(kam ^ рео | 09/12/2006 | Harley Davidson Motorcycles 11/01/2006 Metal Slug Anthology 11/01/2006 
Valkyrie Profile 2: Simeria — | PS2 | 09/19/2006 History Channel: Civil War 11/01/2006 от 11/01/2008 
Final Fantasy XII PS2 | 10/03/2006 Marvel Ultimate Alliance. 11/01/2008 Pimp My Ride 11/01/2008 
Е ЕЕ Need for Speed: Carbon 11/01/2006 Shrek Smash and Crash 11/01/2006 
Rainbow УВЕ PS3 | Nov 2005 Pimp Му Ride 11/01/2006 Tenchu: Time of the Assassins 11/01/2006 
God of War ll Beal TEBAT Shrek Smash and Crash 11/01/2006 Tiger Woods PGA Tour 07 11/01/2006 
EEE ASEZ [SE ETT Tony Hawk's Project 8 11/01/2006 WWESmackdownvsRAW2007 | 11/01/2008 
Metal Gear Solid 4: Gunsof  |PS3| 2007 WWE Smackdown vs RAW 2007 11/01/2006 Gangs of London 11/07/2006 
the Patriots 5 555 дозована A 11/01/2006 Rainbow Six: Vegas 11/07/2006 
H rid in 
ALAS ge Š Backyard Basketball 2007 11/07/2006 Poe MS Navy Sesle 10002808 
Heavy Rain PS3 2007 Rainbow Six: Vegas 11/07/2006 Rush 1113/2006 
Killzone PS3 | 2007 SOCOM US Navy Seals 11/07/2006 TEE 1115/2006 
Brothers In Arms: Hell's РЗ. 2007 Combined Assault 
Highway Bionicle Heroes 11/14/2006 
Kim Possible 5 11/15/2008 
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180% INDEPENDENT PLAYSTATION; 


FROM THE CREATORS OF 


AUGUST & HEADLINES EJ ANALYSIS ЕЗ OPINION 


ince filing last issue's 

"stop-the-presses" 

report on the big PS3 
announcements from May's 
ЕЗ expo, we've dug up a lot of 
extra dirt and analyzed the news 
from dozens of different angles. 
You may be relieved to know 
that, despite our initial negative 
reaction to Sony's news, things 
are not all doom and gloom for 
Р53. Sony will have some pretty 
big challenges to overcome, but 
after taking in the whole show and 
playing several key PS3 games, 


/ STOPPER 
PS3 kept Sony's 
booth packed 
during E3. 


The real news behind the system's 
shocking ЕЗ revelations 


we're at least reassured that we 
want this thing in our living rooms, 
and we want it there now. 

Since ЕЗ there's been a lot of 
chatter on the internet, in game 
shops, and in neighborhoods 
across the country about the 
Р53, and we've heard a lot of 
conflicting – and some downright 
inaccurate – information. We're 
gong to clear everything up for 
you on the following pages, so 
read on and find out the facts you 
need to know about Sony's next- 
generation console. 


ПЯ 058 What about PS2 & PSP? 


ЦИ 
и 060 Is There a “PS3 Difference?" 
) 


First, The 
Bad News 


Let's get the unpleasant stuff out 
of the way, shall we? While the 
Р53 has а lot more going for it 
than against it, the bad news is 
really bad, especially... 


The Price 

We don't care how Sony spins it, 
$500 to $600 for a videogame 
console is awful. It will, without a 
doubt, cause Sony to lose a lot of 
market share to its competition. 
Before we get into exactly why, 
let's look at a recent statement 
by Ken Kutaragi, the President 
and CEO of Sony Computer 
Entertainment: 

“PlayStation and PlayStation 2 
were both 10,000 yen more than 
their competitors at launch, yet 
they both sold to shortages. If you 
consider the PlayStation 3 a toy, 
then yes, it is an expensive toy. 
However, it is more than a toy. It is 
a PlayStation 3. And it is the only 
PlayStation З. | hope that those 
who understand this will gladly 
purchase it.” 

This is the mantra that everyone 
at Sony has repeated since E3, 
that when you consider the PS3's 
cutting-edge technology and 
features, the price is a good value 
- and that's true; we wouldn't 
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063 GTA Central 


îi THINGS ARE NOT 
ALL DOOM & 
GLOOM FOR PS3 = 


argue that. But, here's the catch: 
alot of people who really want 
a PS3 simply won't have that 
much money to spend on one. 
There's offering a good value, and 
there's pricing yourself out of the 
market. By Sony's logic, we'd all be 
driving Porsches because they're 
obviously better than a Hyundai. 
Even for people that do have the 
cash, this price might not be easy 
to justify. For the past decade, 
top-end game consoles have 
cost $299. Even Xbox 360, which 
charges $399 for its premium 
version, can still be bought for 
$299. When PS2 launched at 
that price, DVDs were only just 
starting to catch on; in fact, 
PS2 was initially the cheapest 
DVD player you could buy. That 
scenario closely mirrors PS3's 
Blu-ray situation, yet PS3 costs 
$200 to $300 more. To be fair, this 
comparison doesn't take several 
other factors into consideration, 
but the point is that Sony will be up 
against pre-established consumer 
expectations. Will people see past 
the price to the value? 


EI THIS IS NEXT-GEN? Games like Genji 2 weren't a big enough leap over PS2. 


No Controller Vibration 
Nobody's ever bought a game 
because they heard that it had 
"great rumble." Still, this is a 
feature that you tend to miss 
once it's not there. Its loss was 
definitely felt in all of the PS3 
games we played at E3. We're 
used to feeling the "chugga- 
chugga" of firing a machine gun in 
a first-person shooter, so the lack 
of any feedback in Resistance 
made the action feel a little 
hollow. We expect that we'll get 
used to the change fairly quickly, 
but the disappointment will come 
back every time we pick up a 
controller for any other system 
and feel the action once again. 


The Games 

It's not that there weren't fun 
games, it's that they didn't play 
any differently than a long list 

of similar titles on PS2. And the 
graphics – while very good in 
most cases - didn't show any 
overwhelming “PS3 difference" to 
justify the system costing $200 
more than Xbox 360 (for more on 
that, see page 60). Furthermore, 
Р53 could really use a killer app 
title that shows - both visually 
and in how it plays – that the 
system is the start of something 
new and exciting. 


Now, The 
Good News 


Despite the bad stuff, PS3 has a 
lot more going for it than against 
it. If it wasn't for the sky-high 
price tag, people would surely 
focus a lot more on the console's 
cooler aspects, such as... 


65 059 Hands Оп with the PS3 Controller 


064 Metal Gear Section 
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BEST 

OF 
SHOW 
These are 
the games 

- whether 
playable or on 
video - that 


left us dying 
for more: 


[PS3 | 
Metal Gear Solid 
4: Guns of the 
Patriots 

Final 

Fantasy XIII 
Assassin's 
Creed 
Resistance: 

Fall of Man 
Heavenly Sword 
Brothers In 
Arms: Hell's 
Highway 
Rainbow Six: 
Vegas 

John Woo 
Presents 
Stranglehold 


God of War || 
Final Fantasy XII 
Okami 

Guitar Hero Il 
Rogue Galaxy 
SOCOM: U.S. 
Navy SE 


s 
Combined 
Assault 


LocoRoco 
Tekken: Dark 
Resurrection 
Ultimate Ghosts 
‘п Goblins 
Ratchet & 
Clank; Size 
Matters 
Killzone: 
Liberation 
SOCOM: U.S. 
Navy SEALs 
Fireteam 
Bravo 2 


PS3: THE GOOD & BAD 


Network Update 


This is one of the key advantages 
that the system has over Xbox 
360. Because every PS3 owner is 
guaranteed to have a hard drive, 
game makers are free to take full 
advantage of it. The developers 
we spoke to are all using it to 
cache game data, which will 
make load times much faster; 
Warhawk streamed data from 
both the hard drive and game disc 
simultaneously, and went from 
the title screen to in-game action 


за Л 


Photo Settings 


Music Settings 


System Settings 


in just six seconds. 

Plus, having a hard drive will 
be crucial to taking advantage 
of Sony's robust online plans for 
downloadable content. As a side 
note, since the hard drive will 
provide plenty of space for game 
saves, you won't be forced to shell 
out for any kind of Memory Cards. 


While the Xbox 360 is much 
cheaper, it doesn't have many of 
PS3's features. 360 doesn't have 
a hard drive option bigger than 
20GB, there's no built-in wi-fi, no 
HDMI port, no card reader slots, it 
isn't capable of 1080p, its games 
come on comparatively tiny DVDs, 
and there's no built-in HD movie 


Date & Time Settings 


Keyboard Mou 


EI 


playback. Plus, even the lower- 
grade PS3 package includes a 
wireless controller, which the 
360's Core pack doesn't. So, 
while it's questionable whether 
Sony should attempt to sell a 
$500 or $600 console, at least 
the extra money does get you 
some potentially cool extras. 


If Blu-ray movies take off and 
become the next big thing, you're 
going to be very glad that you 
can play the discs on your PS3. 
Blu-ray's image quality is flat-out 
gorgeous, and even if you're not a 
hardcore video junkie, you won't 
want to settle for DVDs anymore. 
For games, the massive amount 


Г 


of extra storage space on a Blue- 
ray disc means that game makers 
can fit in loads of extra content. 
You could theoretically have 

a Grand Theft Auto-sized city 
where every detail, every texture 
on every wall, is unique. Now, the 
extra time and money needed to 
make a game that detailed will 
likely prohibit most developers 
from doing it, but it's kind of cool 
to know that PS3 discs will have 
the ability to contain these bigger 
worlds for anyone that might try 
to take advantage of it. 


While we've yet to see any games 
other than Warhawk that use the 
new tilt feature, it certainly has 


Poll Results: What 


„ ОМ THE PS3 PRICING 


We asked our 
online readers 
atthe PSM 
Forums what 
they thought of 
the PS3 costing 
$500 - $600: 


I'd love to pick one up, 
but I don't know if I'll 
have the cash, 


potential, and it’s one of the few 
totally new gameplay aspects 

of PS3 that can't be done on the 
PS2. Don't expect a DualShock- 
shaped pad to be able to perform 
as many unique functions as 
Nintendo's Wii remote, however. 
For example, the PS3 controller 
wouldn't work very well as 

the handle of a baseball bat, 

and without Nintendo's extra 
“Nunchuck” attachment, you can't 
replicate mouse-and-keyboard 
control for first-person shooters. 
Still though, simply tilting the 
controller to fly the Warhawk 

was pretty fun, and we imagine 
there will be at least a few other 
game genres that benefit from the 
motion sensors. 


PS3 Network with 

Free Online Gaming 

It'S very doubtful that Sony will be 
able to match Xbox Live feature- 


for-feature right when PS3 
launches - it's taken Microsoft 


El “GOOD ENOUGH" GAMES More of what you've come to expect, but still fun. 


„ON YOUR TOP PS3 GAMES 


Itwon't 

дебне We went to the 

from PSM Forums 

buyinga 2 

PS3 оп опсе авап 

даў ones to find out 
which PS3- 

Whether exclusive game 

I've got interested 

the money 

option Fal players the 

never pay most: 

that much 

for а вате 


console. 


a long time to polish Live up to 
the point it's at now. Still, it will 
be a huge improvement over 

PS2 just to have any kind of 
cohesive online network, and the 
fact that online play will be free 
really sweetens the deal. Anyone 
who has a broadband internet 
connection will be able to play 
right out of the box, with no extra 
charges. That should ensure that 
the PS3 will have a thriving online 
community right from the get-go. 


The Games 
Above we talked about the 
negative aspects of PS3's game 
lineup, but there's good news, 
too. There are some really fun- 
looking titles on the way, by some 
of the world's best development 
studios. Resistance looks to be 
one hell of a first-person-shooter, 
and is planned to ship day-and- 
date with the system. Warhawk 
and Heavenly Sword are two 
more PS3 exclusives that could 


Warhawk 


Resistance: 
Fall of Man 


Heavenly Sword 


be very cool. And with Metal Gear 
Solid 4 апа Final Fantasy XIII on 
the way, many of you know that it 
isn't a matter of if you'll get a PS3, 
but when. 


In Closing 


Many of PS3's problems аге 
typical of most new console 
launches, such as a small initial 
game lineup and the lack of a true 
stand-out "killer app." It should be 
the world's most powerful game 
console (at least on paper), and it 
already has a small handful of big, 
exclusive titles. PS3 also comes 
loaded with a long list of nice 
hardware options, especially the 
$600 version. 

Sony's big challenge is to get 
that price down. A price drop 
won't happen soon, but that will 
be okay in the short-term – even 
with an out-the-door cost of $700 
for a PS3 and one game plus tax, 
there's sure to be enough demand 
to sell every last unit at launch. 
The long-term battle is the tricky 
one for Sony. Beyond the holiday 
shopping frenzy and into next 
year, will the less-diehard gamers 
support the PS3 or go with the 
cheaper, and still very capable, 
competition? 

Only time will tell if Sony's 
making the right moves. If 
you're like us, though, the most 
important part of all this is that 
the PS3 has games that we're 
dying to play. As long as that's the 
case, Sony's got a great shot at 
taking the top spot for the third 
time in a row. CHRIS SLATE 


€ m 
й А 

Xbox 360 
had a solid 
showing, 
headlined by 
the jaw- 
dropping 
Gears of 
War, which 
just might 
have been 
E3's best 
game overall. 
Many of the 
games didn't 
impress 
graphically, 
but a short- 
but-sweet 
trailer for 
Halo 3 helped 
make up for 
that. 


Nintendo's 
Wii, however, 
may have 
just stole 
the show. 
While its 
graphics can't 
touch PS3, 
its remote 
controller and 
fresh lineup 
of games 
(Super Mario 
Galaxy!) 
garnered the 
longest lines 
in the show's 
history. 
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GOD OF WAR || 
E3 UPDATE 


Juicy new info from the director of next 


year's biggest PS2 game 


e had the chance to spend 

more time with God of War 
Il at ЕЗ, and - so far – it looks to 
be even better than the ground- 
breaking original. Picking up the 
controller to rip out a few Cyclopes' 
eyeballs, we were instantly 
reminded of just how amazingly 
good the God of War gameplay is. 
Even better than simply playing, 
though, was that Cory Barlog, the 
game's director, was on hand to 
point out a few new things to us. 

First off, those eyes we were 

yanking out? Those are actually 
collectible items. Instead of simply 
finding items in treasure chests, 
they're now built into the gameplay 
in various ways like this. Also, 
Kratos will have all-new and unique 
attacks for every type of enemy that 
are even more brutal than before. 


While many friends and foes will 
be brand new, plenty of familiar 
faces will return from the first 
game, as well. Some people will 
fight and die, leaving their bodies 
for you to use in puzzles (such as to 
press down a floor switch to keep 
a door open). You'll even be ranked 
in various categories along the way 
with various unlockables serving as 
rewards for exceptional brutality. 

Finally, here's what Barlog has 
to say about the possible return 
ofthe first game's notorious sex 
mini-game: "In the first game, it was 
done because we wanted to show 
the players what kind of character 
Kratos is. There are areas in this 
game where - if it fits – we'll totally 
put it in. I'm not gonna shy away 
from it.” CHRIS SLATE 


El HOWEVER ...um, even the best players make mistakes. 


. gamesradar. 


Hands-On 
With The PS3 
Controller 


VIBRATION IS OUT, TILT IS IN. IS THE 
PS3'S FUTURE WELL IN HAND? 


ust when we'd gotten used 
J to PS3's “boomerang” 

controller, Sony floored 
everyone at E3 with three 
shocking announcements: (1) 
The controller now has motion 
sensors; (2) It doesn't have 
vibration; and (3) It's shaped like 
the PS2 pad again. 

Initially, we weren't sure what 
to think. We knew that the only 
way to judge this controller was 
to get our hands on it, which 
we did several times during 
the three-day show. Here's 
everything we discovered... 


Putting It Through 

Its Paces 

The first thing we noticed when 
we picked the pad up was that it 
feels a lot lighter. Maybe we were 
too focused on the fact that there 
were no vibration motors inside, 
but it felt kind of hollow; there 
just wasn't enough heft to it. This 
certainly isn't a major issue, but 
hopefully, Sony will find a way to 
address this before launch. 

The new analog L2 and R2 
trigger buttons have a very soft 
resistance to them that should 
make applying analog pressure 


Visitors 

to the our 
online forums 
registered their 
thoughts about 
the controller. 
Looks like the 
jury is still out... 


for things like gas and brakes a 
breeze. There are also four lights 
across the top representing four 
potential players; your player 
number is indicated by which light 
is lit up blue. The "PS" logo button, 
which replaces the DualShock 

2's analog on/off switch, will be 
used to connect the controller to 
the PS3 wirelessly. This button 
will have other functions as well, 
which haven't been officially 
announced (think the Xbox 360's 
"Guide" button). 


Missing the Shock 

The first PS3 game we went 
hands-on with was Sony's launch 
shooter Resistance, and boy, did 
we miss the vibration. The game's 
countless bass-rocking explosions 
and rattling machine guns looked 
great on the screen, but the 

action underscored how limp the 
controller felt in our hands. It's 
funny – vibration is something that 
we hardly ever notice in games 
anymore, but when you take it 
away, the omission is glaring. 

It's not the end of the world or 
anything, but this is going to take 
some getting used to. 


the vibration function? 


It kind of irks Wow, that's 
me, but it's га going to 
о, not that big make games 
What 57% ofa deal. better! 
were | 
thinking: 0, 
This will 26% 15% Classic 
really hurt controls 
the games. Iwon't miss it, for life! 


га 


Using the Tilt 

Warhawk was the only game at 
E3 using the controller's motion 
sensors - in fact, the game's 
developers had only just learned 
ofthe feature a week and a half 
before the show. Even without 
alot of polish, tilting the pad 

to fly the ship was pretty cool, 
fairly precise, and seemed like a 
natural fit. The "wing" shape of 
the pad even looks kind of like the 
Warhawk itself. 

Nearly every developer we 
spoke to planned to use the tilt 
function in their PS3 games. For 
example, Sony Online is thinking of 
using the tilt for camera control, 
and Insomniac President Ted 
Price confirmed tilt features for 
Resistance (although he had a 
grinning "no comment" on exactly 
how it will work). 


Will This Pad Hold Up? 
This is 99% the DualShock 2 you 
know and love. Based on our 
experience with it so far, the 
addition of tilt and the loss of 
vibration mostly balance each 
other out. And hey, it's wireless. At 
the very least, it should do the job 
just fine. CHRIS SLATE 


new "tilt sensitive" features? 


је" ONE: PS3 CONTROLLER 


We're now officially filing away this photo, only to be pulled out for 
anniversary issues and "What Were They Thinking?" features. 


FAREWELL, BOOMERANG 


e 


Poll Results 


How do you feel about Sony removing What do you think of the controller's 


Could 


be cool, 
could be 
a gimmick 


- we'll 
see. 


IS THERE A “PSS 


PS3 2215 THERE A DIFFERENCE? 


DIFFERENCE?" 


With cheaper consoles available, what 
will PS3 offer that the others won't? 


Nintendo's Wii 


E 


PlayStation 3 


2% 


UNTAPPED 
POWER? 


or most gamers, PS3's $500 

- $600 price tag is a bitter 
pill to swallow. After the initial 
shock wears off, the question 
you inevitably ask yourself is, 
"Well, is it worth it?” That's a 
tough question to answer, and 
as we explore in various places 
throughout this issue, it really 
depends on which aspects о! 
gaming you value most. Clearly 
of significant importance is how 
PS3 measures up against its 
competition. What makes it $200 
better than the Xbox 360? What 15 
the “PS3 difference?” 

Ever since PS3 was officially 

announced over a year ago at 
the 2005 E3 expo, Sony has 
relentlessly pushed the idea that 
its new console is significantly 
more powerful than its 
competition. While Sony has been 
known to exaggerate (remember 


Everyone "oohed" and "ahhed" 
when Sony showed its first 
supposed videos of PS3 games 
at the 2005 ES, but most of those 
clips turned out to be pre-rendered 
“target” videos that were not 
running on real PS3 hardware. 
Sony claims that these videos were 
made to illustrate what PS3 games 
will really look like, given time. 

Now that we've had a chance 
to play real PS3 games a year 
later, this claim seems to be 
questionable, to say the least. 
For example, take a look at this 
screen comparison of PS3 Tekken 
and judge for yourself. 


Р52'5 supposed “Toy Story- 
quality” graphics?), it hasn't been 
hard to believe that PS3 will have 
at least a small advantage. After 
all, the PS3 is coming to market a 
full year after the 360, and runs 
on the custom Cell processor 
that Sony spent an estimated 
400 million dollars developing. 
Although we here at PSM 
probably understand PS3 techno- 
babble better than most, we're 
not engineers, and therefore we 
can't definitively say which next- 
gen system technically outranks 
the other. What we can tell you, 
however — which is of much 
more importance – is how the 
PS3 measures up based on what 
we've seen and played firsthand. 
For all of Sony's talk about 
better chips and higher-capacity 
Blu-ray discs, PS3 games haven't 
distanced themselves from 


360 titles yet. Resistance and 
Warhawk — arguably Sony's two 
biggest launch games – should 
be fun, solid, and pretty, but they 
don't look or play better than 

the best that 360 has to offer. To 
be fair, however, we shouldn't 
directly compare Resistance, a 
aunch title, to a game like Gears 
of War, which will hit a full year 
after 360 was released. A more 
accurate test would be to pair 
Resistance with a similar 360 
aunch game like Call of Duty 2. 
PS3 does win that battle, at least 
visually. So, it’s certainly possible 
that – as game developers 

earn how to max out the PS3's 
unique architecture — PS3 could 
eventually prove more powerful. 


Œ AT LAUNCH, PS3 & 
XBOX 360 SHOULD 
PRETTY MUCH BE ON 
EVEN FOOTING В 


Would it really matter, though? 
Let's say for a moment that 

PS3 is a more capable machine 

— most publishers aren't likely to 
tap the extra power. 99% of all 
games published by third-party 
developers (the overwhelming 
bulk of all games released) will 

be developed for both consoles 
simultaneously. Either the games 
will be made on a central PC- 
based development station and 
then ported to each console, or 
they will be built on the lowest 
common denominator – the 360 – 
and then ported up to PS3. These 
"baseline" versions of games will 
look plenty good enough, so most 
companies won't spend the extra 
time and cash to make the PS3 


Œ MOST COMPANIES 


version look 5% better. 

If Sony is going to prove that 
the PS3 is a better machine, 
it's up to its own internal game 
studios to lead the way. It's also 
going to depend on the system's 
services, such as its online 
features. Sony's PS3 network 
almost certainly won't be able 
to match Xbox Live feature for 
feature for quite some time 
— Microsoft simply has too much 
of a head start in that area. 
Knowing this, it was a very smart 
move for Sony to not charge for 
online gaming (compared to Xbox 
Live's annual $50 fee). 

Another possible differentiator 
is PS3's new motion-sensitive 
controller. If Sony can make 
good use of the tilt features, it 
may prove to be a good weapon 
against 360... that is, until 
Microsoft inevitably comes 
out with its own version. Next, 
of course, is the big Blu-ray 
question: will Sony's new format 
take off and make the PS3 a must- 
have next-gen movie player, or 
fail and then continue to restrict 
Sony's ability to reduce the price? 

The bottom line is that, at 
launch, PS3 and Xbox 360 should 
pretty much be on even footing. 
It's possible that Sony's system 
could show more muscle a year 
or so later, and by that time its 
price will likely have dropped. 
Buying one then could make more 
sense if you demand a bigger 
bang for your six-hundred bucks. 
Don't expect to ever see a night- 
and-day difference between PS3 
and 360 graphics, however. More 
than ever, the individual talents of 
each game developer will be way 
more important than exploring 
the nooks and crannies of each 
system's unique technology. 

Finally, more than any other 
factor, the console war could 
hinge on which system gets the 
next surprise Grand Theft Auto- 
Sized hit. It appears that there will 


be fewer true exclusives in this 
next round, since publishers need 
to sell to as wide an audience 

as possible to cover the rising 
costs of making next-gen games 
(just look at GTAIV's same-day 
launch on 360 and PS3). With 

this in mind, exclusives like Metal 
Gear Solid 4 and Final Fantasy XIII 
will carry а lot more weight than 
before. No matter how much any 
of us talk about technology, in this 
business, it's still all about who 
has the games people want to 
play. CHRIS SLATE 


BEAUTY CONTEST 


There's been alot of speculation about just how 
powerful the PS3 really is. Will its games look leaps and 
bounds better than Xbox 360 titles? Since a picture 
says a thousand words, take a look at these. 

When comparing a PS3 launch game like Resistance 
to a similar 360 launch title like Call of Duty 2, PS3 
does seem to have an advantage. However, take a 
look at Gears of War, 360's current benchmark for 
graphics. It will be out around the time that PS3 
releases, so Sony's system won't be able to lay claim 
to having the prettiest visuals when it launches. 

PS3 games will only look better as time goes on, 
but the artistic talent and budgets that go into the 
games will prove more important than squeezing a 
little extra horsepower out of the hardware. 


Xbox 360 
launch title 
Call Of Duty 2 


PlayStation 3 

launch title 

Resistance: 
- Fall Of Man 


Xbox 360 
second 
generation 
title 

Gears Of War 


MY FIRST ЕЗ © PSM Intern's ЕЗ Experience 


THE PRINCE 
took a time out 
from rebuilding the 
universe to show 
me the love. 


PSM intern Tom 
Holoien on what it’s 
like to live the dream 


Playing the Games! 

The big reason that all 
gamers want to go to E3 is to 
be able to play stuff before 
it comes out, and | definitely 
picked the right year to do that. 
With both the PS3 and the Wii 
coming out later this year, | got 
to try out tons of next-gen stuff 
that most people won't see for 
another few months, and | was 
not disappointed. Believe me, 


this year's ЕЗ was my first. Since the other guys here 
have been to the show so many times that they hardly 
even get excited anymore, | thought I'd give you a fresh 
take on the expo, uninfluenced by past experiences or 
expectations. So, without further ado, here are the top five 


| 'm new to this whole "videogame journalism" thing, so 


things about my first E3 that rocked my world. 


EI EVEN 
THOUGH some 
other guy got in 
the shot with me 
and Kojima, l've got 
this one framed on 
my desk. 


Meeting Hideo Kojima 

Even though | only recently 
played through the entire Metal 
Gear Solid series for the first 
time, l've developed a PSM- 
worthy 
adoration of 
the games, 
and Hideo 
Kojima has 
quickly 
become 
one of my 
gaming 
idols. Even 
though our 
meeting 
was brief, it's something that I'm 
never going to forget. Thanks, 
Kojima-san! 


Nintendo Wii 

On the first day of the show, 
members of the press got to go 
into the exhibit hall two hours 
before everyone else, and 99.9% 
of us went straight to go see the 
Nintendo Wii. Even though the line 
was huge, you could really feel 
the excitement in the air. All of the 
hype about the Wii had reduced 


us to the inner Nintendo fanboys 
that we all are at heart, and 
reminded all of us why we got into 
this business in the first place. 


Representin' PSM 

I'm sure that the whole “E3 
experience" loses its luster when 
you've been in the industry as 
long as some of the other guys 
here have, but for me it was really 
cool just to be there as a part of 
PSM. | was once just a reader, but 
now | was able to walk around 
the hall with Chris and Randy and 
go behind closed doors to hear 
presentations about new games. 
Sometimes | had to pinch myself 
to remind me that | was actually 
there, and actually a part of the 
magazine (even if | am just the 
lowly intern). 


before too long we're all going to 
be playing some amazing, brand 
new games. 


Booth Babes 

Hot chicks, dressed like 
videogame characters. What's 
not to love? 


Even though | got to experience 
all of that stuff and more, the 
most memorable thing for me was 
just being there. l've wanted to 
go to ЕЗ ever since | first heard 
about it long ago, so for me, E3 
2006 was literally a dream come 
true. TOM HOLOIEN 


E3 BENCHES come equipped with 
PSPs so you can play games while you rest! 


Rockstar Finally Counts to “IV” 


- and PS3’s Got It! 


PS2 
LIBERTY 
CITY 
STORIES 
OUT NOW 
A final copy 
of the game 
wasn't 
available at 
press time, 
50 expect 
our review 
next issue. 
Basically, 

it's a good 
game that, 
while not as 
full-featured 
as the other 
PS2 GTAs, only 
costs $20. 


Ithough Rockstar didn't 

bring any new Grand Theft 
Auto titles to this year's E3, it 
still sent shock waves through 
the gaming world with the official 
announcement of the series' first 
next-generation title — and they're 
finally using the title СТА/М That's 
right, it's the two big things that 
fans have been waiting for rolled 
into one megaton announcement! 

Grand Theft Auto IV (ahh, it feels 
50 good to write that) will hit store 
shelves next year on October 18th. 
Versions for both PS3 and Xbox 
360 will ship that day, making this 
the first GTA title since GTAII that 
won't see a window of exclusivity 
on a PlayStation console. 

At first, Microsoft's Peter Moore 
gave us a scare at the Xbox 360 
ЕЗ press conference when he 
rolled up his sleeve to reveal a 
GTAIV tattoo, and gave every 
impression that the game would 
be exclusive to 360. Despite 
Moore's probably intentional 
misunderstanding, Rockstar has 
only agreed to provide exclusive 
downloadable content to Xbox 
Live – content which, at this time, 
Rockstar won't confirm as being 


GTA CENTRAL 2) AUGUST & АН About Grand Theft Auto 


GTA-related. Thanks for the scare, 
Peter – for about an hour you had 
us wondering what the hell we'd 
do with this section. 

Unfortunately, Rockstar isn't 
saying a peep about what the 
game will be like. The fact that 
the series has finally made the 
jump to "IV," however, offers some 
clues. Rockstar representatives 
have told us repeatedly over the 
years that the console GTA titles 
will not go online until they are 
prepared to do it in a major way 
— that's why the good-but-basic 
online modes of PSP's Liberty City 
Stories weren't carried over to the 
PS2 port. Also, Rockstar views 
GTAIII, GTA: Vice City, and GTA: 
San Andreas as a trilogy since 
they have so much in common 
(locations, characters, etc.). 

So, by finally naming a game 
GTAIV, it'S pretty clear to us that 
Rockstar plans to take the series 
a big jump forward. We don't 
expect this game to simply be a 
prettier version of San Andreas 
with a few new features thrown 
in, but instead, a bold new 
chapter in the series that aims 
to take command over PS3 in the 


YEP, YOU WILL BE 
PLAYING A NEW GTA 
THIS YEAR! 

As we uncovered in our very 
first GTA Central column 

two issues ago, Rockstar's 
next PSP title is Grand Theft 
Auto: Vice City Stories. 

Not exactly a shocker of an 
announcement after Liberty 
City Stories, but you'll be glad 
to know that the game will 
release this year on October 
17th (man, Rockstar really 
loves to release GTA games 
in October, huh?). If history 
repeats itself, we'll see 

the game ported up to PS2 
sometime next year, and then 
— we'll just go ahead and say 
it - San Andreas Stories on 
PSP next October? 

A few other details have 
been announced, but it's all 
stuff you would have already 
guessed: Vice City Stories 
will feature new characters 
and a new storyline set in 
the familiar locations from 
PS2's GTA: Vice City, and 
will use professional voice 
talent. Again, it’s nothing you 
wouldn't expect after having 
seen what they did with 
Liberty City Stories. 

The game's release isn't 
too far off, so we should have 
much more info for you soon. 
CHRIS SLATE 


same way that СТАЛ established 
the series' dominance on PS2. 
We will, of course, continue to 
dig for more info, so keep your 
eyes glued to this section over the 
coming months! CHRIS SLATE 
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BIG BOSS 


1 


КЕТТ? Hideo Kojima reveals new Guns of 
—Hideo | the Patriots gameplay details you 
| Kojima won' read anywhere else 


ү * 
CN s the PlayStation З really worth $600? The 
Š | verdict is still out, but it was hard to find a single 
PlayStation fan at this year's E3 who wasn't willing 
to pay any price for Metal Gear Solid 4: Guns of The 
Patriots after witnessing the debut of the game's jaw- 
dropping new trailer. PSM sat down with Metal Gear's 
creator to talk about what was revealed in the video's 
amazing, real-time footage... and what wasn't. 


PSM: Now that you've introduced 
the "new" Raiden, can you tell us 
what his relationship with Snake 
will be in MGS4? 

HIDEO KOJIMA: He's on Snake's 
Side; he's his backup. 


PSM: Raiden doesn't look quite 
human - in fact, he reminds us 
of Gray Fox as the "Cyborg Ninja" 
from the first MGS. 

HIDEO KOJIMA: (smiles) 


PSM: So there's something to 
that? Something that might have 
happened to Raiden between 
MGS2 and MGS4? 

HIDEO KOJIMA: There are many 
events that have occurred 
between MGS2 and MGS4; lots 
of small stories. It will be very 
difficult to work all of them 

into MGS4; some may only be 
explained in just a couple of lines 
of dialog. 


PSM: Raiden looks almost like 

а ghost in his new suit, and his 
agility is definitely superhuman. 
We saw him, thought back to Old 
Snake saluting at a grave during 
the trailer, and thought, "What? 
Was Raiden killed sometime 
between MGS2 and MGS3?" 
HIDEO КОЛМА: I've been asked a 
lot about whose grave that really 
is. l'm sorry, but | can't reveal 
whose it is just yet. 


PSM: Speaking of the graveyard, 
were the white flowers and the 
petals blowing in the wind an 
homage to Snake Eater? 

HIDEO KOJIMA: Yes. (laughs) 


PSM: Just for the record, our 
official theory is that it is, in fact, 
Raiden's grave- 

HIDEO KOJIMA: Well... Raiden's 
blood isn't real. 


Р5М: ! 

HIDEO KOJIMA: It's white, actually, 
and artificial – which is why his 
face is so pale. 


PSM: !! So... he isa cyborg? 
HIDEO KOJIMA: (smiles) 


PSM: Okay, on to other 
“characters.” What happened to 
Snake's companion robot from 
the Tokyo Game Show trailer, the 
Metal Gear Mk. II? 

HIDEO KOJIMA: МК. ll will still 

be in the game. It just wasn't in 
this trailer. However, we're still 
debating whether or not the 
player will actually control it in 
any way. 


PSM: The Solid Eye System was 
also M.I.A. from this trailer... 
HIDEO KOJIMA: Don't worry; it will 
still be in the final game. 


PSM: So at the point in the game 
that this trailer’s events came 
from, he just wasn't using it yet? 
HIDEO KOJIMA: To put things in 
perspective chronologically, 

the TGS trailer comes after the 
ЕЗ trailer – though not all of the 
dialog that's spoken over certain 
scenes does, obviously. 


PSM: This new trailer ends with 
Old Snake putting a gun in his 
mouth, but in the TGS trailer he's 
wearing the Solid Eye System 
and seems more or less okay. 

15 the ЕЗ trailer chronologically 
accurate from beginning to end? 
Hideo Kojima: That part of the 
trailer [with the gun in Snake's 
mouth] actually happens later in 
the game. 


PSM: When we last spoke, you 
told us that the Middle East isn't 
the only location MGS4 will be set 
in. Can you now tell us if it's the 
first or last location in the game? 
HIDEO KOJIMA: | can reveal that it 
is the first location in the game, 
after which players will travel all 
around the world. 


PSM: That's interesting, since, 
during the scene when he's 


placing the gun in his mouth, it 
looks like Snake's still in the same 
Middle East setting. 

HIDEO KOJIMA: For this trailer, in 
order to keep everything visually 
consistent, almost all of the 
events are made to look like they 
take place in the Middle East. | 
actually wanted to trick the fans 
a bit here. A lot of current first- 
person shooters are set in similar 
locations, so | thought I'd poke fun 
atthat a little. 


PSM: About the "Octo-Cam" 
camouflage shown in the trailer: 
it seems like it would make things 
too easy if Snake was always 
blending in with his surroundings, 
even while moving. So, is there a 
trade-off? 

HIDEO KOJIMA: You're right – the 
Octo-Cam only works when 
Snake is completely still. Of 
course, in this game, you will be 
hiding in front of things rather 
than behind them, since the 
battlefield is being blown apart. 


PSM: "Hiding in plain sight," huh? 
HIDEO КОЛМА: Exactly. 


[At this point, Kojima illustrates 
this new element of the ED 


KILLAH 


here's 
areason 
Raiden looks 
so pale, and 
it's not white 
oundation 
and tons 

of eyeliner. 
According 
to Kojima, 
he's actually 
acyborg 
with artificial 
blood. The 
blood is 
white, which 
gives him his 
deathly pallor. 
Butishea 
cyborg by 
choice...? 


&& SNAKE IS GOING TO HAVE SOME 
MOVES THAT YOU VE NEVER 
SEEN BEFORE f - Hideo Kojima 


Е SNAKE 

ON A TRUCK 
Snake actually 
arrives on the 
scene alongside 
these resistance 
fighters, wearing a 
cloak to blend in. 


It's official: 
Hideo Kojima 
has finalized 
a deal with 

a yet-to- 
be-named 
Hollywood 
studio to 
bring Metal 
Gear to the 
silver screen. 
Rather than 
basing it on 
one game, 
Kojima 
confirms that 
film will be its 
own story, 
integrating 
many 
hallmark 
elements of 
the series. 
More as it 
breaks! 


E3 series using his fingers 

to represent Snake, and a coffee 
cup and water bottle to represent 
objects in the environment.] 


HIDEO KOJIMA: In the past Metal 
Gear Solid games, you would do 
this... [Kojima places his fingers 
behind the coffee cup, then makes 
them "run for cover" behind the 
water bottle.] 


HIDEO KOJIMA: In MGS4, it's like 
this... [Kojima uses his arm to 
brush the cup and bottle aside, 
placing his fingers – “Snake” 

— in front of them. With his 

other hand, he mimics an enemy 
approaching. He makes “Snake” 
lie down on the ground, indicating 
that, by not moving, the Octo- 
Cam is active. The “enemy” walks 
past, not noticing him, and then 
“Snake” pops up and runs past.] 


HIDEO KOJIMA: The Octo-Cam is 
a piece of gear Snake acquires, 
and it has to be turned on. It takes 
a few seconds for it to “read” the 
surroundings and adapt to them. 
| recommend that you don't keep 
it turned on all the time, though. 
For instance, if you were ina 
muddy place, you'd look like mud. 
If you were in a bathroom, the 
suit would look like bathroom tile. 
You'd look really weird; that's not 
really a very cool Snake to play 
the game as! (laughs) 


PSM: Definitely! 
HIDEO KOJIMA: Of course, we're 
also keeping the camouflage 
system [from М@$3], so as 
before, you will be able to change 
your face paint and what you're 
wearing in that way, too. 


GENE a 
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сак“, као 


PSM: So... can the Octo-Cam 

be "programmed" to look like 
Tiger Stripe camo or Leaf camo 
patterns, then? 

HIDEO KOJIMA: No. Octo-Cam 

is Octo-Cam. There is other, 
separate camouflage. You can 
also wear the enemy's outfits to 
blend in with their troops. There 
was a hint at this in the trailer; 
Snake arrives at the battlefield 
wearing the rebellion's uniform. 


PSM: You mean the cloak? 
HIDEO KOJIMA: Right. If you just 
run around wearing the Octo- 
Cam, which is all-black, you'll 
really stand out from all of the 
regular troops. 


PSM: Will there be a Camo Index 
as in Snake Eater? 

HIDEO KOJIMA: We're not sure yet 
if the index will actually appear 
on-screen like it did in MGS3. I'm 
personally against it. Also, you're 
not going to be fully invisible, 
even when using the Octo-Cam. 
Enemies can still see Snake's face 
and hair, of course! (laughs) 


ER WERE ALSO KEEPING 
THE FACE PAINT AND 
CAMOUFLAGE SYSTEM 

USED IN MGS3 #8 - Hideo Kojima 


PSM: Yeah, it would be pretty 
jarring to just see Snake's head 
against a wall or lying down on 
the ground. 


PSM: Speaking of returning 
features, then, how about CQC 
(close-quarters combat)? 

HIDEO KOJIMA: It will be back. 

It's more advanced than it was in 
MGS3, however. 


PSM: How much more advanced? 
HIDEO KOJIMA: I'm actually 
working on it now, so it's changing 
every day! (laughs) 


PSM: So are you still in the 
process of adding gameplay 
elements to MGS4? 

HIDEO KOJIMA: No. We're actually 
out of the "idea phase." Now 

it's a matter of testing things, 
and, if they don't work right, 
"destroying" them and starting 
over. Some things we might 
think would work in the game 
simply won't because of memory 
limitations, for example. Mk. Il, as 
| mentioned earlier, is something 
that is in this category. 


E] FOOLED YOU In this shot, the "Gekkou" Metal Gears think that Snake's in that 
box, but he's actually blending into the environment using the Octo-Cam. 


PSM: 15 the weapon-modification 
system seen іп the TGS trailer still 
in the game? 

HIDEO KOJIMA: Yes. 


PSM: How about the “Cure” 
element of the Survival Viewer 
from MGSS: Snake Eater – the 
field medicine? 

HIDEO KOJIMA; We're having some 
heated discussions about that at 
Kojima Productions. 


PSM: For what it's worth, we liked 
the feature in MGS3. 

HIDEO KOJIMA: Now I'd like 

to let you in on something | 
haven't talked about before, 

but it's unrelated to that. l'm 
seriously considering keeping the 
trademark “!” and “?” symbols 
from the previous Metal Gear 
games in MGS4 when enemies 
are alerted. They're such a unique 
Metal Gear touch that the game 
wouldn't seem the same without 
them, even though it looks so 
realistic otherwise. 


PSM: You're right — and this is still 
а videogame, after all. 

HIDEO KOJIMA: (laughs) Something 
else: Snake is going to have some 
new moves in MGS4 that you've 
never seen before. We've totally 
rebuilt his motion. As you know, 
for every Metal Gear Solid game, 
the development team takes part 
in actual military training. Before, 
we've been taught some moves 
that are very useful in combat, 
but would actually look pretty 
weird if you saw them in a game. 
So we haven't used them in the 
past, but this time we're going to 
try and make them work. When 
you see them, you'll probably 

be surprised – unless you're a 
trained military veteran! 


PSM: So we should start studying 
military training videos for some 
hints about Snake's new moves? 
HIDEO KOJIMA: Perhaps only 
special forces training. l'm 
hoping that people will really be 
surprised when they see these 
unconventional new moves! 
RANDY NELSON 
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Improved controls explained; story shocker revealed! 


fter all of the time we put into last 

issue's cover story on Metal Gear 
Solid: Portable Ops for PSP, we were 
simply aching to play it. Unfortunately, 
at the time, that wasn't expected to 
happen for several months. So, it was 
with much surprise and delight when, 
following our interview with Kojima at 
E3, he invited us to play an early multi- 
player-only version of MGO. 

We were immediately struck 
by how close the game looks to 
Snake Eater on PS2 - only perhaps 
smoother in motion. Getting into a 
four-player match with the game's 
producer, Koriaki Okamura (who is also 
producing Metal Gear Solid: Digital 
Graphic Novel and directed the first 
Zone of The Enders), we discovered 
exactly how Kojima Productions is 
making the gameplay work surprisingly 
well despite the loss of PS2's two 
shoulder buttons and analog stick. 
There's no sonar or radar in the 

game; instead, there's a circle in the 
upper-right-hand corner of the screen 
that displays the direction enemy 
sounds are coming from, and the 
amount of sound you're making. You 
can hold down triangle to walk slowly, 
making yourself silent. You also hold 
triangle to press against walls, and 
release it to pop back out. The X button 
also works by holding it, rather than 
a toggle in MGS3. Press and hold, and 
your character lays completely prone; 
let go and they immediately stand up. 
It's actually a lot more responsive 
that the PS2 control scheme. You can 
adjust the camera using the d-pad, 
although we didn't need to often, if at 
all. Holding the left shoulder button 
targets the nearest opponent and 


locks the camera behind you while 
moving. The right shoulder button is 
used for going into first-person view. 

So far, we're very impressed by 
the visual quality, controls, and fast 
pace of MPO's online mode. That said, 
Kojima was also up for answering a 
few new questions that we had about 
the main single-player game: 


Will gameplay elements such as 
healing, eating, stamina, etc. carry 
over from Snake Eater? 


What can you reveal about the 
structure of the game? 


About the story: What's the story 
behind the new Metal Gear being 
launched on a Saturn V rocket? The 
idea behind them has always been the 
concept of launching nuclear attacks 
from any location... but don't tell us it 
fires warheads from the moon! 


MGS4 
CAST: 
IN-GAME 
IODELS! 


© The main playable 
character from 
19215 back as. 
ckup in 
is body | 
ited by 


that provides him 
with superhuman 
agility. It's not | 
_ knownifhis M 

Шы nature | 

is by choice, ог | 

.. ls necessary to 
keep him alive. 


Dr. Naomi 
Hunter 


SNAKE IN 
A FIGHTING 
GAME 


1 : There's just one catch... 


ne of many a Metal Gear 


s = E fan's dreams is coming 
» true at last: Solid Snake is set to 
edt) officially appear (not just in a “create- 
_ Liquid + a-character" form) in a fighting game. 
2 Ocelot tei The only problem? It's not on PlayStation 


2, PlayStation 3, or PSP, 
Hideo Kojima is a self-confessed 
{ Nintendo fan, so it's no surprise that 
| ; Mtas he approached the console maker 
| $ А about including Snake in their 
2 2 upcoming fighting sequel Super 
3 | tates Smash Bros. Brawl for the new Wii 
game system. 
Kojima couldn't go into detail about 
Snake's appearance in the game 
with PSM, since it's technically a 


Nintendo title, but we have already ne EI SMASH-UP 
` j i heard rumors that the son of Big Snake's MGS1/MGS2 
NC. Uus P SER ЫЙ, e Boss will actually use the trademark outfits unite! 


= ния cardboard box, as well 
vate as explosives, in battle. 
RANDY NELSON 


— 
I'm on reconnaissance duty. 


z It's show time! 
Hal 


“Otacon” _ 
Emmerich 


TURE 22 INTERVIEW: 


INTERVIEW: 


Kazuo 
Hirai 


Kazuo 
Hirai 
TITLE 
President of 
SCEA 


WHY YOU 
SHOULD CARE 
ABOUT WHAT 
HESAYS 
Along with Ken f 
Kutaragi, the 
President and 

| CEO of Sony 
Computer 

| Entertainment, 

irai's vision 

will determine 
whether the 
PS3 succeeds 
or fails. 
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ШШШ he PS3 was the big story at May's ЕЗ expo, but not for the reasons Sony 
might have hoped. The $500 - $600 price tag sent shock waves through 
the gaming world, and some have begun to seriously question PS3's future 

as the top next-generation console. Has Sony made a huge error? 

One thing is certain: Sitting down to talk one-on-one with Kazuo "Kaz" Hirai, 
the President of Sony Computer Entertainment America, it couldn't be clearer 
that he believes - he knows - they're making the right moves. 


KAZUO HIRAI: We made a similar 
statement when Dreamcast was 
the first next-generation product 
on the market. We said, "Look, 
the next generation [starts with] 
PlayStation 2." | feel the same 
way this time, as well. 

If you look at the power we 
pack into the PlayStation 3 with 
the Cell technology, or if you look 
atthe delivery media – we're 
going Blu-ray with games, and 
obviously it will also play Blu- 
ray movies – we're not relying 
on yesterday's technology for 
delivering games to the consumer 
— you know, DVD-ROM. And if 
you're talking about true HD 
output capabilities, 1080p. 

Also in that statement is the 
fact that we continue to keep 
the leadership position not just 


Talking Р5З with the President of Sony 
Computer Entertainment of America 


because of the technological 
advances that we have for the 
future, but also because we're 
making sure that we're leaving 
no one behind in terms of 
backwards compatibility. 

So all of those things meld 
together. True next generation 
— that doesn't leave anybody 
behind – doesn't start until 
PlayStation 3 comes out. 


KAZUO HIRAI: Ultimately, a box is a 
box is a box. The more technology 
you can put into it, the better 

— not for the sake of technology, 
but because it allows more colors 
on the palette for the content 
creators, But more importantly, 
we look for a ten-year life cycle 
with a product. We've already 
done it with the PSone. | 072 


рат. aamesredor, com 071 
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oz With PS2 – some people 
say it's already long in the tooth, 
but look at how much [E3 booth] 
space we're devoting to it, and 
the kind of exciting games that 
are coming out for it. That’s a 
vibrant platform for the next four 
or five years, at least. 

So, with the PS3, we're making 
sure that we come out with 
something that is in for the long 
haul as opposed to saying, four 
or five years from now, “Did you 
take a look at PlayStation 4?” We 
don't do that. We don't [force] 
consumers to change consoles 
every four or five years. 


PSM: 


i$ WITH THE 


PLAYSTATION 3, 
WERE MAKING SURE 
THAT WE COME OUT 
WITH SOMETHING 
THAT IS IN FOR 
THE LONG HAUL # 


90729 


KAZUO HIRAI: That's exactly the 
approach, and that's why there 

is nothing that is not included in 
the 20-gig version that detracts 
from the gameplay experience 
you get on the 60-gig version. 

If you take the hard drive out of 
one, the experience is not the 
same anymore. You're doing the 
consumers a disservice that way. 

And the other thing is, you 
take a look at, for example, the 
factthat we incorporate the 
Blu-ray drive from day one. 
You're not going to be asking 
me, "So, talk to me about this 
Blu-ray add-on that you have. 
Does it work for games? Is it 
just for movies?" That's exactly 
the kind of pitfall you fall into if 
you launch something that's too 
early, too premature. When your 
only driving factor is just to get 
something out on the market, you 
end up with something that needs 
these add-ons later on. 

And | don't understand what 
the game content community is 
supposed to do when they have a 
game that is really data intensive, 
because the [Xbox 360's add- 
on] HD-DVD format is only for 
movies. What am | supposed to 
do as a content creator when 
I'm doing this 30-gig game for 
both [PS3 and Xbox 360], and it 
only fits on a Blu-ray disc? [Does 
Microsoft] say, "You guys need 
to do а two- or three-disc set?" | 
don't get that. It's not something 


that the consumers, | think, will 
welcome very much. 

When you open the hood and 
look at what we're bringing to the 
table, | think that consumers will 
understand the advantages of the 
PlayStation 3. 


KAZUO HIRAI: Sui 


jou Wa 


re, absolutely. 


PSM: 


KAZUO HIRAI: Buy a network 
adapter and plug it in [to the 
PS3's USB port]. 


: It's perfectly 
doable. | think there's been a lot 
of misunderstanding on the HDMI 
as well. “The 20-gig configuration 
of the PS3 does not have an 
HDMI output, so therefore it's 
not high definition." Nothing 
could be further from the truth. 
All we're doing with the 20-gig 
configuration is asking people 
to use a different set of cables 
— they'll still get 1080p, so I'm 
not understanding what the big 
fuss is. With HDMI, it's one cable 
because it's all integrated [video 
and audio]. If you don't have 
HDMI, it's two cables: one for 
video, one for audio. 

So, we're going to have to 
ask consumers to connect 
two cables instead of one. The 
onus is on us to walk everyone 
through and explain that. 


PSM: We 


KAZUO HIRAI: Thank you! That 
makes my day. | don't have to 
spend the next twenty minutes 
trying to explain. Thank you, | 
appreciate that. 


KAZUO HIRAI: Thank you! Could 
we maybe change seats? You can 
do the interviews for me. That's 
exactly my point. l've been saying 
that for the longest time. 


PSM: So, the wil / come in 
KAZUO HIRAI: That's correct. 


PSM: ... 


KAZUO HIRAI: That's something 
that we will definitely look at. 
Traditionally speaking, territories 
outside of North America have 
gone to the multi-color approach. 
The slim-line PS2 has silver 
versions available in Europe. In 
Japan, there's a ceramic white 
PSP available. Color variations 
are something that we get into 
very quickly if we think that 
there's market demand for it. It's 
kind of difficult to do that at the 
beginning obviously, because we 
want to try to meet demand as 
much as possible. If you already 
have two configurations and 
then you multiply it by two color 
variations, you suddenly have 
four configurations to manage, 
which would have an impact on 
the output of the device. 

| think we had three colors 
[here at E3] last year. When we 
first showed PSP here, we had 
| don't know how many facings 
with different designs on them. 
So, it's something to kind of spark 
the imagination. 


PSM: To se 


KAZUO HIRAI: Exactly, exactly. 


PSM: When the PS3 comes out 


KAZUO HIRAI: That is the plan, 

to launch the online community 
simultaneously with the launch of 
the PlayStation 3. 


PSM: Wit 


KAZUO HIRAI: We would like to 
have it from day one. But, as 
much as we'd like to work with 
our Sony sister companies, that's 
not the end-all, be-all because 
they don't cover 95% of the 
market. So, we'll certainly work 
with Sony, but we also want to 
make sure that we're knocking on 
the doors of the other motion- 
picture studios and record 
companies so that we have a 
breadth of software as opposed 
to everything coming from Sony. 
At the end of the day, for movies 
and music, people don't choose 
an artist because they're with 
Sony. So, | don't want to just 
limit it to Sony. 

If | only had Sony on day 
one, but in six weeks, a month, 
whatever it is later on, it could 
be some of the other labels – my 
choice would be, "Let's wait." The 
more opportunities for choice 
you give to the consumers, the 
better off you are. Take the time 
to do it right, as opposed to 
rushing something to the market. 


KAZUO HIRAI: Yes and no. We 
did show the Warhawk store 
and then did the SingStar demo, 
but that was more of an integral 
point of a software message. 
The press conference, the 

way we laid it out, was already 
close to two hours, and we 
wanted to show some real good 
software that's playable and 
really have people experience 
that as opposed to me cutting 
the software section by thirty 
minutes for me to get up there 
and say, "Well, let's take a look 
at video chat. Let me demo the 
video chat using the EyeToy 
camera." Hello? And me going, 
"That was video chat, ladies 


Ш ALL THE 
COMMUNITY & 
FUNCTIONALITY 
FEATURES THAT 
PEOPLE HAVE COME 
TO EXPECT — THEY 
WILL BE THERE, 
OBVIOUSLY. IT WILL 
ALSO BE FREE E 


and gentlemen. Let's do text 
chat." Hello? To me, just looking 
atthe flow, it just didn't make 
sense. We could have shown 
you, "Well, here's what the 
community page is going to look 
like." I'd much rather show the ying 
software because that was the once 
important message for me. Not 
to diminish the importance of 
online, but what | wanted to do 
was tell everybody, "Look, all 
the community and functionality 
features that people have come 
to expect - they will be there, 
obviously. It will also be free, as 
I mentioned. Let me show you 
some examples with SingStar 
because it's an integral part of 
the experience, not because | 
want to show a store online." 

So, that was my decision 
— to put more emphasis on the 
software than to bore people 
with, "This is a community base. 
Let's click here." How 074) 
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FEATURE & INTERVIEW: KAZUO HIRAI 


"PLAY 
BEYOND 

Will this catch 
phrase become 
the next "Live 
in your world, 
play in ours?" 
Hirai says 

it's a definite 
possibility. 


Eš | WISH THAT 
THEY[MICROSOFT 


UP WITH SOME 
STRATEGIES OF 


0731 many pages can you bear 
of that? "Okay, now we're going 
to go to account managing." If | 
get dinged for not showing some 
of that stuff, I'll take that ding, but 
I still stand by my decision to say, 
"Let's show people software." 
That's what it's all about. 


PSM: How long have you guys 
been secretly working on the 
Р53 controller's motion-sensor 
functionality? 
KAZUO HIRAI: That has been in 
[Sony Computer Entertainment 
President and CEO] Kutaragi's 
mind for the longest time. 
We started with the original 
PlayStation controller, then we 
added the two sticks. Then we 
added the vibration function 
and made it the DualShock 
analog controller. For the 
DualShock 2, we added the 
pressure sensitivity so that you 
can modulate your gas, or how 
quickly you're firing, or whatever. 
So, this thing has seen constant 
evolution, and now that the 
motion sensor technology is at 
an affordable price, we decided 
to take the next step. You'll see 
that, with the exception of the 
vibration function, everything 
that we've done to the controller 
is to make it more accurate and 
responsive, to really reflect what 
you want to do in the game. It's 
another step in that evolution to 
make the controller more a part 
of your body. It's something that's 
been in Kutaragi's mind literally 
from day one - way back when 
we were looking at PlayStation 
controllers. But, back in '95, a 
motion-sensing controller? It 
would have cost $400. 
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PSM: On the new controller 
there's a little, circular “Р5" logo 
button; is that for some kind of 
online functionality? 

KAZUO HIRAI: We're finalizing 
what we want that button to 
accomplish. One of the things 
that they're looking to do is that, 
because it's Bluetooth, it's got to 
make a contact initially with the 
Р53 base unit, so that's to make 
sure [that both the controller 
and console] are on the same 
Bluetooth frequency. 


PSM: So the button can be used 
to link the two together... 

KAZUO HIRAI: Right. It's what l've 
heard, but | think there might be 
other possibilities that they're 
looking into – like, pressing this 
button and the circle button does 
a battery check. 


PSM: What do you think of 
Nintendo's current strategy? 
The seem to be going in a totally 
different direction. 

KAZUO HIRAI: They have secured 
alittle niche for themselves, 
and that niche has kind of been 
the same for many years. Their 
strategy seems not to have 
changed very much with their 
new console. They're not about 
pushing the technology to really 
enhance the entertainment 
experience - for example, 

HD is not a big part of their 
strategy. | think they have just 
decided to take a completely 
different strategy to providing 
entertainment that's certainly 
unlike us, and unlike [Microsoft]. 


PSM: Sony and Microsoft seem to 
be taking the exact same path. 
KAZUO HIRAI: We seem to. Every 
time we go down a path, we look 
behind and they're right there 

- we just can't shake these guys. 
I wish that they would come up 
with some strategies of their 
own, but they seem to be going 
down the path of everything we 
do. If you look at their strategy 

in other business areas as well, 
they tend to do that. 


PSM: The "Play Beyond" message 
that's appearing all over the show 


floor – is that just for ЕЗ, or will 
that message eventually go out to 
consumers, as well? 
KAZUO HIRAI: It's not decided at 
this point in time. We want to see 
how it resonates and get used to 
it. | want to see it in play, no pun 
intended. | want to see it on top 
of the building outside. | want 
to see it on posters plastered 
everywhere. | want to make sure 
that | feel good about it, and | 
want to get peoples' opinions 
about it. Then, if we decide that 
this is the message that really 
resonates, we'll look at using it 
for general marketing, which is 
exactly what we did with "Live in 
your world, play in ours." 

So, having said that, what is 
your opinion of "Play Beyond?" 


PSM: | like it. It's not specific, but 
the elegance of the images is 
kind of aspirational, which fits in 
with the higher level that the PSS 
is going to exist at. It's an elite 
kind of machine; kind of a status 
symbol, in a way. 

KAZUO HIRAI: Thank you very 
much. That's exactly the kind of 
feedback that we're looking for. 


PSM: With the PS3 about to come 
out in a few months, what is 
Sony's vision of the PSP within 
the larger PlayStation family? 
KAZUO HIRAI: Obviously, it has 
alot of different functions that 
add to the appeal of the product, 
but | don't want to lose sight of 
the fact that, first and foremost, 
itis a fantastic portable gaming 
machine. And, oh, by the way, it 
does other stuff as well. | don't 
want it to be the other way 
around. That is not the approach 
we've been taking. 

We will continue to market 
the product. We'll come up with 
additional firmware upgrades to 
enhance the additional features 
- like digital camera and GPS 
functionality – but at the end 
of the day, it's still a portable 
entertainment device. 

Just to give you an example, 
the GPS device - people have 
said, "Oh, you can do little maps 
when it comes out?" Yeah, 
that's technically possible. Is 


finding your way in a car really 
entertaining? No. Let's do 
something more creative with the 
GPS. | always use a bad example 
because I'm not creative, but, 
like, a pizza delivery game, 
you know what | mean? Or an 
application where you know 
where you are on a golf course? 
You'll have a GPS so that you can 
go home and track exactly where 
you were on the golf course, 
review the game at home - things 
like that. Not just making sure that 
you don't get lost, because there 
are enough products already out 
there that do that. 

As far as "look at all the 
other things it does," one of 
the things that really comes to 
the forefront is the fact that it 
interacts with the PS3. It can 
actas an extension of your PS3 
when you are outside the home, 


or inside the home, in a different 
room. If you have a wireless 
network or are at a hot spot, 
you can wirelessly control your 
PlayStation 3. Say you have a 
movie downloaded on your hard 
drive – you can watch it on your 
PSP, or play games on your PSP, 
through your wireless network 
going back to your PS3 at home. 

There will also be connectivity 
by switching a Memory Stick 
between the two. Also, we 
showed a quick demo using the 
PSP as arear view mirror in our 
PS3 F1 racing game. | think there 
are a lot of different creative 
ways to do that kind of thing, 
too. We want to make sure that it 
becomes an integral part of the 
PlayStation 3 experience. 

So, this is my long-winded way 
of saying that PSP will continue 
to be a stand-alone product, but, 
as one of its main features, it 
is now also an extension of the 
PlayStation 3. 


KAZUO HIRAI: Generally speaking, 
over the past twelve years or 
50, there has been a consumer 
expectation that disc-based 
games are maybe $59 on the 
high end to $39 on the low end. 
So, what | can say nowis, | think 
it would be a bit of a stretch to 
think that we could suddenly 
turn around and say "PS3 games 
now $99.99." | don't think the 
consumers expect the software 
pricing to suddenly be double. 


So, the quick answer is that 
we want to try to make it as 
affordable as possible, knowing 
that there is а set consumer 
expectation for what software 
has cost for the past twelve 
years. That's kind of the best 
answer | can give you. So, if it 
becomes a bit higher than fifty- 
nine bucks don't ding me, but, 
again, as | said, | don't expect it to 
be a hundred bucks. 


PSM:! 


annou ts? 
KAZUO HIRAI: We haven't set a 
date for anything at this point in 
time, but | think that as we did 
with the launch of the PlayStation 
2 back in 2000, we had what we 
called the "Gamers' Day," maybe 
a month or a month-and-a-half 
[before launch] to announce the 
software line-up between first 
and third parties. | think that we 
will plan some event or other 
opportunity to really come out 
with all of that information as we 
get closer to launch. 


„CHRIS SLATE 


far атказа соп O79 


THE GAMES 


sneak peek at the next 


THE GEAR 


Tried-and-tested PSP accessories that 
every player 


MOVIES 

We pick the à 
with on how to best use your PSP 

to view movies, trailers, podcasts and more 


„plus a 


HOW-TO GUIDES 


out of your PSP: power 
internet browsing, where to find the best 
, and much more! 
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Metal Gear Soli Urban Chaos: Riot Response 


Graphic Novel 


How We Review 
Nobody knows PlayStation games 

like PSM – our experts have reviewed 
every one of them for the past 10 years. 
To help you quickly separate the best 
we spotlight our "Best of 
titles with feature coverage. 
Big review or small, we play every 
game through to the end to give you 

the most accurate analysis. Finally, our 
independent status is your guarantee 
that our opinions aren't Influenced by 
any corporate blas. We appreciate your 
trust, and we'll never steer you wrong. 


PSM SCORE 
T 
H 
6.0 
RISKY 


OKAY 
An average Even fan: 


PSM SCORE PSM SCORE 
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=: Naruto: Ultimate Ninja 


THE 
LIFE AS 


PSM SCORE No, you didn't misread 
a “uu that: August's Game of 
the Month is, in fact, based on a 
cartoon... or to be more specific, 
out of 10 


a Japanese anime. While we will 
be the first to tell you that anime- 
based games have a history of 
disappointing fans, let us assuage 
) your fears: Naruto: Ultimate Ninja 
is simply great. The cel-shaded 
graphics and signature special 
techniques feel just like the 
anime, and anyone who hasn't 
seen the series will still find a 
fun fighting game that is easy to 
learn, but hard to master. With 
plenty of game modes and extras, 
Naruto proves that it is definitely 
Game of the Month material. 


m. | 
~ 


N 


* 


COMES TO 


So, who is this Naruto guy, 
anyway? In the highly popular 
anime series, he's a ninja-in- 
training who fights alongside 
his friends to become stronger 
so that one day he can become 
Hokage, his clan's number-one 
ninja. Ultimate Ninja puts you 
in Naruto's (or his friends' and 
enemies') sandals, letting you 
take part in all of the crazy-cool 
ninja fighting action. 

The game's creators went to 
great pains to make sure that it 
felt like the TV series, and fans 
won't be disappointed. Everything 
from the stages to the characters 
to the attack animations comes 


RE 


straight from the anime, and the 
battles are fast-paced and fierce, 
as one would expect. You can do 
everything the characters in the 
anime can, from throwing kunai 
or shuriken to flying through the 
air to deliver the beat down to 
your opponent. Using items given 
to you by supporting characters, 
you can slow your enemy, turn 
invisible, or even call in your 
friend to attack the opponent. You 
can also use your chakra (magic 
energy) to unleash powerful 
"secret techniques" which will 
decimate your enemy's health. 


ко 


EI SAND... After 
fighting Gaara, Rock Lee 
likes it about as much as 
Anakin Skywalker. 


The best part about this is 
that none of these moves are 
particularly hard to pull off. In 
fact, there's only one attack 
button. To do combos, all you 
need to do is press circle in 
conjunction with directional 
buttons. Secret techniques 
simply require you to power up by 
using triangle before attacking. 
This means that anyone can pick 
up the game and learn the basics 
in a few minutes, which makes it a 


great multiplayer game. BK 
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EEA However, there are 
complexities which are difficult 
to master, but when you do, you'll 
see that button-mashing won't 
get you very far. Learn to counter 
your opponent or use the right 
combos and the game takes on 
a whole new level of complexity, 


Teen. 


Two-player versus. 
Namco Bandai 


CyberConnect2 ga 


making matches into battles 
of skill rather than luck. 
On top of the basic 

gameplay, there are many 
little features which make 
the fighting system stand 
out. While the game is 
a 2D fighter, there are 


Ex ава Рано = 
EI SUPER MOVES are easy to pull 
off, assuming you have enough chakra. 


two levels to every stage; you 
can jump from foreground to 
background and back again at any 
time during the fight. You can also 
interact with the environment: 
destroy things for items, run up a 
wall to throw shuriken from afar, 
or use chakra to fight on top of 
the water. You can even change 
stages in mid-combat if you don't 
like the one that you're on. 
Another cool feature is the 
secret technique system. If you 
power up and manage to hit your 
opponent, you'll be launched 
into a kind of mini-game where 
you must press the correct 
sequence of buttons to increase 
or decrease damage (depending 
on which side of the attack you're 
on). You'll also get to see some 
cool attack animations, most of 
them taken from the anime, and 
sometimes you'll come out of a 
secret technique "powered-up," 
doing more damage or sapping 
your opponent's chakra with 
every blow. These techniques can 
change the course of the battle, 
but they take massive amounts of 
chakra and must be used wisely. 


What's Not To Like? 

| that aside, there are reasons 
that Ultimate Ninja didn't score 
9 or 10. The most notable of 
these are the extra game modes. 
While story mode, in which you 
play through each character's 
story in a series of battles, is 
pretty fun, mission mode can be 
infuriating. In this mode you must 
complete various tasks, such as 
using a level-3 secret technique 
or finding a certain item, during a 
fight. While at first these missions 
are relatively simple, and some of 
the missions will help you learn a 


> 


m 


few of the more difficult moves, 
later tasks can be unnecessarily 
difficult. A lot of them rely upon 
the game giving you the right 
item, or you simply getting lucky, 
which can be frustrating because 
it's out of your control. Also, 
sometimes the mission is phrased 
badly, meaning that you'll spend a 
lot of time just trying to figure out 
what to do. The worst part is that, 
to unlock two of the characters, 
you must progress far 
into mission mode, so 
anyone who wants 
to play as Curse 
Marked 
Sasuke or 
Nine Tailed 
Naruto 
will have 
to endure 
hours of 
mission play. 

The rest of 
the problems are more 
annoyances than anything 
else. First, despite combat text 
being in Japanese, there is no 
Japanese voice track, meaning 
that you're stuck with the crappy 
English vocals for the whole 
game. Also, to use your earned 
money you must spend it a little 
at a time in the shop, so you'll be 
pressing the X button a lot to use 
up everything you've earned (and 
most of the extras you get, like 
ninja info cards and voice data, 
are pretty much useless). 

Like we said, though, these are 
really just annoyances. The true 


heart of the game is the fighting, 
and playing Free Battle mode 
against your friends is really fun, 
especially when you learn all the 
harder moves. So grab a couple 
of controllers, fire up the ol' PS2, 
and sit down with some friends 
for a few hours of classic 2D 
ninja fighting. You won't regret it. 
THOMAS HOLOIEN 


BE- 
LIEVE IT 
In Japanese, 
Naruto ends 
his sentences 
with the 
meaningless 
"dattebayo." 
In English, 

it's been 
replaced with 
the annoying 
"Believe it!” 


BiGIRL POWER 
While she's mostly 
harmless in the anime, 
Sakura can hold her 
own against the big 
boys in Ultimate Ninja. 


EI NO FAIR! Some characters, like Orochimaru here, use 
weapons, trading speed for longer range on their attacks. 
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е: Metal Gear Solid: Digital Graphic Novel 


RELIVE ONE OF THE GREATEST 


STORIES EVER PLAYED 


PSM SCORE 


SHEP ш чиш» 
out of 10 


verdict 


It's a totally 
unique 
experience 
that retells 

one of the best 
game stories 
ever ina way 
that's more 
exciting than 
a comic and 
also presents 
the ultimate 
stockpile 

of info for 
MGS1 fans. 
It's something 
you'll want to. 
pick up and re- 
read multiple 
times because 
of its awesome 
production 
values. It's also 
perfectly 
priced. 


METAL GEAR SOLID 


теп BEADED KEY. 


N 
p ON 


y, 


PRICE 


$19.99 


ESRB RATING 


PUBLISHED BY 


Konami 


MADEBY 


Kojima Productions 


When you think about 
it, there are few games 

outside of RPGs that have truly 
great stories. The Metal Gear 
Solid series is a major exception, 
and the first game in the ongoing 
saga tells what is arguably the 
best story of them all. With the 
recent release of Metal Gear Solid 
3: Subsistence and the impending 
Metal Gear Solid 4: Guns of The 
Patriots, Konami has chosen to 
revisit the PS one chapter that 
put the series back on the map 
with one of the most uniquely 
entertaining "non-games" ever. 

Metal Gear Solid: Digital 
Graphic Novel is based on 
IDW Publishing's comic book 
adaptation of the first MGS game, 
illustrated by Ashley Wood. 
However, MGS:DGN is anything 
but a mere slideshow on a UMD. 
Kojima Productions has combined 
Wood's art and the story 
adaptation by Kris Oprisko with 
dramatic music and sound effects 
to really bring the pages of the 
"analog" graphic novel to life. It's 
something that still pictures can't 
do justice: the scenes pan, zoom, 
animate, and have depth to them. 
There's nothing else like it. 

The story itself is exceptional, 


THIS HAS. 


BEEN AMUSING. 
BUT THE TIME 
FOR DALLYING IS 
OVER, TIME FOR 
YOU TO DIE. 


E NOT A TALKIE This is a digital 
comic, so expect to do some reading. 


and the art is strikingly similar in 
style to that of MGS art director 
Yoji Shinkawa, so it captures the 
tone of the series perfectly. 

At $19.99, this title is 
competitively priced with the 
traditional trade paperback of 
IDW's comic, but ultimately offers 
alot more. For the hardcore 
MGS fan, or those who want 
to learn more of the backstory 
behind MGS2, MGS3, and 
MGS4, its extensive database of 
characters, events, and other 
data (which can be "collected" 
while viewing, almost like a 


E] THRILL OF BATTLE Snake's shootout with Revolver Ocelot is intense. 


ЕЈ MPO SNEAK PEEK Ashley 
Wood is also working on MGS for PSP. 


detective story) is excellent. 

The serious MGS fan shouldn't 
hesitate for a second. It's a 
great way to relive the story, 
and maybe even expand your 
nowledge of the series. If you've 
played MGS2 and MGS3, but not 
the first MGS because it was on 
PS one, you really should add 
this to your PSP library and get 
caught up. For anyone else who 
loves a great story, it comes 
highly recommended. Hopefully, 
Konami will follow up with a DGN 
based on IDW's MGS2 comic; 
we've got the feeling that this 
format might actually make its 
somewhat convoluted story make 
alot more sense. RANDY NELSON 


=: Urban Chaos: Riot Response 


LITERALLY TAKE THE LAW 
INTO YOUR OWN HANDS 


PSM SCORE 
шь 


out of 10 


This gritty, 
fast-paced 
shooter never 
takes its foot 
off the gas. 
With excellent 
level design 
anda variety. 
of items to 
unlock, it's 

one you'll want 
to see to the 
end. It looks 
good, but the 
clever use of 
ariot shield 
and the variety 
that comes 
with assisting 
computer- 
controlled. 
characters, 
such as fire- 
fighters and 
cops, is the 
real hook that 
will keep you 
playing. 


ESRB RATING 


MULTIPLAYER 


Internet and 

LAN competitive 
multiplayer for up 
o eight players 
SUPPORTS 


PUBLISHED BY 
Eidos 
MADE BY 


Pro Logic || 


Rocksteady 


НА + It's not just called Urban 

Chaos because "Urban 
Orderliness" wouldn't sell. It's 
called Urban Chaos because 
the city's in flames, and you're 
the only guy in town with the 
gumption to fix it. 

As Nick Mason (not the 
drummer for Pink Floyd), you are 
a hyper-trained cop who's never 
met a problem a bullet couldn't 
solve. The challenge comes 
quickly enough in the form of the 
“Burners,” a gang of hockey-mask 
wearing, pyromaniacal hoodlums 
with a major penchant for setting 
things on fire. 


You're dropped into the action 
right at the start, and missions 
have you cleaning the gang out 
of your local precinct, saving 
citizens from fire-bombed 
buildings, and rescuing VIPs in 
challenging time trials. Mostly, 
you're out there to kill, and thanks 
to a great variety of unlockable 
gear (from sawed-off shotguns 
to nail bombs), that's a job you're 
way more than equipped for. 

The guns are great, but Urban 
Chaos shows its depth by giving 
you a variety of grenades, a 
riot shield (genuinely useful, 
for once), and a stun gun that is 
almost more fun to use 
than blowing a dude's 


SET TO STUN? 
Stop perps with your 
taser, or take it... further. 
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E] ALWAYS USE PROTECTION 
The riot shield: an indispensable item. 


head off in slow motion. 

The graphics are among the 
best PS2 can produce, with 
realistic heat shimmer and 
good physics effects, but it's 
the gameplay that will keep you 
coming back, with intelligent level 
design and a variety of mission 
objectives (including awesome 
shoot-the-guy-holding-the- 
hostage bits) that keep the game 
feeling fresh. CHRISTOPHER NULL 
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PSM SCORE 


= 
LEA! 
out of 10 


PSM SCORE 50 DARK 

.. La THE CON OF 
LICENSED 
GAMES 

If you're expecting 
puzzles to solve in The Da Vinci 
Code, then you'll be pleased to 
know that there are plenty; if 
you're expecting a good game, 
however, that's a different story 
entirely. Where do we begin? The 
presentation is subpar (graphical 
issues aside, the expositional 
portions are just plain boring). 
Both scouring the environments 
for elusive items and solving 
some of the puzzles feel like more 
trouble than they're worth. The 
enemies act incredibly stupid, 
and the mini-game-based combat 
isn't all that fun – though we have 
to admit that there's something 
amusing about the incongruity 

of the scholarly Robert Langdon 
just whaling on a bad guy with his 
fists. JUSTIN CHENG 


out of 10 


СЪДЕН ТАКЕ A STAND 


AGAINST 
X-MEN GAMES 
ја LIKE THIS 
out of 10 How do you 


make Wolverine boring? Well, 
try giving him a limited move set 
and tossing a torrent of the same 
old bad guys at him. Yep, that 
ought to do the trick. Luckily, 
X-Men: The Official Game gives 
you two other characters to 
play with; unfortunately, they're 
only slightly better. Nightcrawler 
also suffers from repetitiveness, 
particularly when it comes to 
the combat, but you can at least 
abuse his teleportation ability to 
get through it quicker. Iceman's 
rail shooter-esque missions are 
the best, but not by much. Toss 
in some lame, animatic-style 
storytelling, and you have a good 
reason to save your money for 
movie tickets or comic books. 
JUSTIN CHENG 


УМЕ THIS SIMPLE 
PUZZLER 
ALMOST 
= STACKS UP 

out It takes brass 
balls to call your game "the 
first Tetris-like puzzle game for 
the PSP." If only Ultimate Block 
Party's developers had put that 
kind of chutzpah on the disc. Like 
Tetris, Block Party gives you a 
stack of multicolored squares to 
manipulate. New bricks bubble up 
from below, and you have to clear 
them before they hit the top of the 
screen. It's plenty challenging, 
but it lacks that Tetris feeling 
where you have to force yourself 
to turn it off. The versus mode 
(against the computer or human 
via ad hoc) is par for the course, 
with "attacks" to unleash against 
your opponent, making this a 
competent (but not especially 
memorable) puzzler. 
CHRISTOPER NULL 


Еко А WEIRD, 

п WACKY RPG 
WORTH THE 
FRUSTRATION 
This is a great, 
open action-RPG, giving you 
atitanic number of things 

to do, with some visual and 
gameplay trade-offs. The main 
character and his equipment 

are exceedingly customizable 
(with both in-game effects and 
aesthetic value), but the controls 
for the Trot itself – the showpiece 
bipedal robot – are awkward, 
creating unnecessary difficulty 
and frustration. The promise 

of open-ended gameplay with 

a huge variety of light-hearted 
goals is delivered, but no promise 
was made that core gameplay 


GF ) ДАМЕР vU. corr 


Ready to Play" 


NINTENDEDS =r. 


XBOX 360 


systems like playing music or 
Trot combat would be good. 
Very rarely are they horrible, but 
Steambot's appeal is definitely in 
the journey and its freedom, not 
the destination. Full of innocent 
charm and fun, the Steambot 
Chronicles are worth a bit of 
frustration. PATRICK JOYNT 


PlayStation. 


Jex 


VE BEST BURIED 

z BEHIND SOME 
BUSHES 
It's stuff like 
this that gives 
games featuring licensed cartoon 
characters such a terrible 
reputation. Lacking anything 
innovative or imaginative, Over 
the Hedge goes for the most 
tired gameplay clichés it can get 
away with... except that it doesn't 
get away with them at all. The 
camera is terrible and takes some 
Sort of perverse joy in denying 
you any chance to get a decent 
look at your surroundings. The 
limp mini-games provide little 
diversion and there aren't many 
of them. Product placement tests 
the game's capacity for blatantly 
flogging other Dreamworks 
properties at every opportunity. 
Don't torture yourself (or worse, 
your children) with this game. 
GABE GRAZIANI 


a 
out of 10 
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SME THE OVERLOOKED PS2 RACER 
GETS A SECOND CHANCE TO 
SHINE IN A PORTABLE SEQUEL 
Here's a surprise: Juiced: Eliminator 
isn't a watered-down port of the PS2 
original. Instead, this street-racing sequel adds eight 
new cars, 16 new tracks, eight new racing crews to 
impress, and two wireless multiplayer modes. The 
steering is a little unresponsive, and the load times 
are appalling, but it's still a lot of fun to tear ass 

and humiliate the competition in your meticulously 
modified rides. The modding is almost more enjoyable 
than the racing itself, with players able to customize 
everything from the gear ratios to the tacky neon 
lights. It's flawed, but there's enough cool stuff in 
Eliminator to make it stand out from the pack. 

MARK PERAZIEL 


out of 10 


[n Неа PROVING ONCE AGAIN THAT PSP 
IS AN RPG LOVER'S SYSTEM 
There have been many noteworthy 
RPGs on the PSP of late, and Blade 
Dancer continues the trend. The game 
features traditional RPG elements, such as a turn- 
based battle system and quality storyline, along with 
some unique features like an item-crafting system 
and optional missions that you can take on to earn 
money or other rewards. However, the game ramps 
up very slowly, and there aren't many tutorials, so 
you'll have to figure out most of the combat system 
on your own. Plus, the story and characters aren't 
enough to overcome the fact that, at heart, it's just 
your basic RPG. While Blade Dancer is a very fun, 
solid title, if you're not a true fan of the genre, it's not 
going to change your mind. TOM HOLOIEN 
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out of 10 
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iTrip PSP 


М Eola) CAR STEREO, 

MEET PSP. 

PSP, MEET CAR 

STEREO 

Best known for its 

popular line of iPod accessories, 

Griffin Technology has taken 

the logical step of testing the 

PSP waters with a version of its 

iTrip FM transmitter for Sony's 

handheld system. 

The aptly-named iTrip PSP 

looks the part. It attaches to 

the bottom of the handheld and 

matches its styling perfectly. 

From the quality buttons to the 

dual finish (clear-coated black 

on the front, matte black on the 

back), it’s very well made. It also 

has a headphone jack and pass- 

through for charging the PSP (it 
runs on two AA 
batteries, so it 

d won't drain your 

ICE | PSP), but the 


$49.99 obvious use for 
MAD this device is for 
| Griffin Technology | “broadcasting” 


iFM PSP 


PSM ѕсове ADDING 
ANOTHER 
BLADE TO 
PSP'S SWISS 
ARMY KNIFE 
We all know that PSP is much 
more than just a portable music 
player, but when it comes to that 
aspect of the system, it is lacking 
when compared to dedicated 
MP3 devices such as Creative's 
Zen line. One missing feature: an 
FM radio tuner. 

Griffin Technology's iFM adds 
this functionality to PSP by means 
of a simple headphone cord 
remote with built-in FM tuner. 
The tuner works well and sounds 


out of 10 


. gamesradar. 


Hardware 


audio tracks from your PSP to 
your car stereo. 

In this respect, the iTrip is 
largely adequate. The audio: 
quality is on par with good FM 
radio. The only caveat is that, 
if you live in a large city, it can 
be difficult to find an “open” 
frequency that doesn't already 
have something being broadcast 
on it. Fortunately, with the iTrip's 


good, and you can alternately use 
the remote to control music and 
movie playback on your PSP. The 
tuner is powered by the PSP, but 
uses only a little juice. 

Due to its design, you can't 
listen to FM radio through the 
PSP's built-in speakers; it's 
headphones or nothing. This is 
acceptable, but although the 
device is well made, the $49.99 
price tag is definitely steep 
for the functionality it offers. 
RANDY NELSON 


built-in LED, you can fine-tune 
and store three presets. 

If you use your PSP as your 
primary portable МРЗ player and 
aren't fortunate enough to have 
atape deck/aux-in on your car 
stereo, the iTrip is a much better 
— and higher quality — option than 
other FM transmitters that simply 
dangle from the PSP's headphone 
jack. RANDY NELSON 


EB 


| Griffin Technology 


reviews с RECENT BEST © The Best Games of the Last Two Months 


The List OF RECENT BES! GAMES 


REAL 
POCKET 


FIGHTER 
To round out 
$ ami а — your Street 
Midnight Club Kingdom Hitman: OutRun 2006: Street Fighter 
3: DUB Edition The Show Hearts Il Blood Money Coast to Coast Fighter Alpha Alpha 
REMIX Although EA Few games can Eidos's latest While this sequel Anthology ы 
Rockstar's holds the top be described Hitman is the to the arcade Shimmery collection, 
Midnight Club 3: titles for most as magical, but best game in the classic isn't | graphics be sure 
DUB Edition was sports games, this is definitely series. Offering very deep, it's and missing £ 
already one of Sony's MLB one of them. the same unique loads of fun. It's perks (like, for to pick 
the best racers 06 The Show. In combining gameplay with fast, with crazy instance, no up Street 
on PS2, and the manages to characters and some cool new power-slides online play) r 
REMIX edition dethrone EA's worlds from features, Blood and even crazier keep it from Fighter 
builds on that MVP series with both Disney and Money will keep objectives. This perfection, Alpha 3 MAX 
solid foundation. a huge variety Square Enix, series veterans PS2 version is but arcade- 
With a whole of gameplay then tossing in and newcomers nearly identical exact ports for PSP. 
new city to race modes and an some solid, if all coming back tothe PSP game, of five great Sure, SFA3 
in (Tokyo), over incredible sense simple, combat for one more hit. So either one you games make ы 
20 new cars, of realism. From and heartfelt Score: 8.5 choose, you're a compelling is on SFA 
and an online the beautiful moments, they've set for hours of argument for Antholo; 
mode, Midnight graphics to created a game pick-up-and-play purchase by any Дл 
Club 3: DUB the detailed that will go down enjoyment. Capcom fighting but it just 
Edition REMIX gameplay, MLB in history as the Score: 8.0 fan. It's also an а th 
offers all of the 06 The Showis ultimate love excellent place ESN SUS 
same high-speed one of the most letter to all of to start if you've the tons of 
street racing fun realistic baseball their fans. ever thought t th 
as the original, sims ever made. Score: 8.5 about getting into extras the 
with great new Score: 9.0 fighting games. PSP version 
features – all for : 
amere $20. Score: 8.0 does. We 
Score: 9.5 gave it an 
8.0/10. 


ESSENTIAL 
Р52 
FIGHTERS 


Field - 


OutRun 2006: 


Syphon Filter: 


Daxter Mega Man: 
Daxter is Powered Up Dark Mirror Coast to Coast Commander 
Grab a second controller and definitely PSP's Mega Man: After the sluggish While this Yes, Field 
pummel your friends... it's fun! best platformer Powered Up. last title in the portable sequel Commander 
right now, is more than a Syphon Filter to the arcade is basically a 
successfully simple port; it's series, Omega classic isn't carbon copy 
Soulcalibur Ill capturing the atrue remake, Strain, we very deep, it's of Nintendo's 
Soulcalibur essence of what delivering all of weren't expecting loads of fun. It's Advance Wars, 
е made the Jak the trademark much from Dark fast, with crazy but is that really 
games so great Mega Man fun Mirror. Boy, were power-slides a bad thing? 
on PS2. While the along with new we surprised. and even crazier Although the 
story is not very bosses, new The game is objectives. This Al and mission 
Virtua Fighter 4: compelling, the game modes, not just a port PSP version is difficulty are 
Evsan game is still an and updated — it was made nearly identical inconsistent, 
Score: 10 undeniably great graphics. Don't for the PSP, as is to the PS2 game, Field Commander 
title that best let its look fool evident from the so whichever one delivers all of the 
exemplifies what you; this game control scheme you choose, you'll great turn-based 
PSP platformers isn't just for which works be set for hours strategy of 
should be. kids. It's fun, well despite the of pick-up-and- Advance Wars 
Tekken 5 Score: 8.5 exciting, and can lack of a second play enjoyment. along with some 
е be extremely analog stick. Nice Score: 8.0 nice 3D graphics, 
къ challenging. Bailes end fun placing im the 
: 8. gameplay only top tier of games 
У i Score: 8.5 sweeten the deal, available for PSP. 
1 m n making Dark . 
мо | pene Mer Mirror one of the Score: 8.0 
LE $ ounce post eame on 
ч 5с 9. there on PSP. 
m-— а. 
Score: 8.5 


УК 1 Street Fighter 
M Alpha Anthology 


AUGUST 2006 E LETTER OF THE MONTH ЕЗ MAIL E3 POLLSTATION 


Mines 


A SECOND OPINION ON THE 


USED GAMES PROBLEM 


| disagree with your opinion about used 
games, | have found that most people 
who buy used games are either unwilling 
or unable to spend the money to buy a 
new game every time they want a new 
title. It's not hard to imagine that if people 
aren't able to get the entertainment they 
want on the budget they have, then they 
will find some other interest on which to 
spend that money. 

The solution is not for the industry 
to crack down on used games, but to 
stop churning out crap by the bucket. 
Someone had to know, in either the 
marketing, development, or playtesting 
department, that they wasted the past 
two years developing 25 to Life. Instead 
of taking the time, money, or effort 
to improve it, they foist it off onto the 
public as a premium title, mostly taking 
advantage of uninformed consumers. 

Used game sales would dry up entirely 
if no one wanted to get rid of their old 
games, | should know, since my own 
collection covers the gamut all the way 
back to Atari 2600, and there have been a 
lot of times that something l've bought is 
just not worth owning. —/2k, The Internet 


Check out 
gamesradar. 
“it's cool. 


F CHRIS: It only we lived in a world where 

i bad games never got made... Maybe 25 to. 
Ь. fhe. Life was simply as good as the developers 
knew how to make it, in which case, working 
onit longer wouldn't have mattered. Maybe the 
developers genuinely thought it was fun. Even 

if they knew it wasn't, they couldn't just throw 
away a two-year financial investment without any. 
return = policies like that would put publishers 
out of business, and then we wouldn't see any 
new games. And, as you said, everyone's tastes 
are different. Even the highest-rated games are 
considered garbage by some. 

Here's my main point: you generally only save 
a couple of bucks buying a used game. You can 
save more on older titles, but I'm not really talking 
about those because, if new copies are no longer 
available, the publisher doesn't lose a potential 
sale. By and large, if you can afford a game at $45, 
you can afford it at $50. 

Why should you pay even a dollar more for a 
new game? Because gaming, like any business, 
runs on money. It's just common sense that losing 
hundreds of thousands of potential sales to used 
games puts the hurt on game publishers, meaning 
that they have less money to put into making more 
great games for all of us to play. 

T don't consider used game buyers to be bad 
guys by any means, but my point is just as valid. 


August's mail... 


SIZE MATTERS 


| have a serious issue with today's 
games. Why the hell are games so 
short nowadays? | mean, when | 
play a game, l'm not expecting а 
Final Fantasy Vll-length adventure 
(though it would be nice), but | 
need more game! Kingdom Hearts 
kicked total ass, but | beat it in five 
days, and that was just playing 

itin my spare time. To name a 

few other examples: Silent Hill 2 

& 3, The Suffering, and the most 
disappointing, Final Fantasy X-2. 
That just burned my biscuits, man! 
Great games, but still way too short. 
—Scott Eggleston, Ashmore, IL 

у | JUSTIN: I know it feels like 
a arip off once you've beaten 

3 arelatively short game, but 
there are a lot of people out there 
who just don't have the time and/or 
patience to play a game that's over 
20 hours. Probably the only way that 
you're going to get anything close 
to FFVII's length is to play another 
RPG; there are some that claim they 
have 100 hours of gameplay, like the 
upcoming Rogue Galaxy. 


PATIENCE IS A VIRTUE 


When | buy a PlayStation 3, | don't 
want it to be buggy and have all 
sorts of problems. Should | wait 

a while for the problems to be 
fixed, or should | buy it immediately 
because they'll have worked out all 
the problems beforehand? 

-Josh Tan, Henning, MN 

TOM: While it's obviously 
impossible to know if the PS3 
will have any sort of bugs 

or defects at launch, CD-based 
consoles do have a history of being 
problematic early on. I’m sure you 
want a PS3 as much as | do, but you 
definitely want to make sure you're 
getting a quality system before you 
drop $600 on one. 


ONE IS ENOUGH? 


I'm so tired of hearing people 
complain about the single analog 
stick and make the ridiculous claim 
that this makes the PSP impossible 
for any good first-person shooters. 
Wake up, folks. It's been done 
already, and done well. Goldeneye on 
N64 was adored by gamers around 
the world, and even today is still 
often praised as having been one of 
the all-time best FPSs in videogame 
history. How many sticks did the N64 
controller have? One! 

In my opinion, when you only have 
one stick, the ideal control scheme 
— which was one of the options 
in that game, and most other N64 
FPSs, but has unfortunately been 
overlooked by PSP game developers 
so far (although King Kong got it 
right) – is this: basically, use the 
Stick to look around (because aiming 
requires accuracy, and the ability to 
point in any direction), and use the 
four right hand buttons to move. 

Would a second stick be better? 
Sure. Maybe PSP2 will have two 
sticks. In the meantime, we'd be just 
fine if all the PSP game developers 
would dig their old N64s out of the 
closet to remind themselves how 
that system successfully got away 
with one stick, and get wise to this 
potentially great control scheme. 
-Ted Whitten, Tuscon, AZ 


PollStation: Only YOU can make these pies! 


Have a comment or question for the PSM team? E-mail us at psm@futureus-inc.com, 
with "General Letters" in the subject line. Hey, you might even win a shirt! 


Bl RANDY: The guys at Rare 

did a great job of delivering 
the first-person shooter 
experience with what they had to 
work with on the N64. Since then, 
gamers have become “spoiled,” if 
you will – used to consoles having 
two analog sticks, in this case the 
PlayStation 2. So, to release a device 
called "PlayStation Portable" with a 
single analog stick was a little jarring 
foralot of people. 

FPS games can work on PSP. 
Konami is even making a sequel to 
Coded Arms with multiple control 
schemes, and while it's not an FPS, 
Metal Gear Solid: Portable Ops plays 
great with one analog stick. 

However, | personally don't have a 
major jones to play fast shooters on 
my PSP (mostly due to the portable's 
slow LCD refresh rate). I'm much 
more excited about new types of 
games being made for the handheld 
with its capabilities in mind; not just 
PS2 games squeezed onto PSP. 


BLU-RAY CONCERNS 


Sony has been talking for a while 
about the PlayStation 3 being able 
to play Blu-ray movies to get people 
behind the Blu-ray format. This is 
all ine and dandy, but what's the 
point of having a system that can 
play these movies if it can't play 
them well? | am referring to the PS2 
and the crappy DVD playback that 
particular system had. Constant disc 
read errors and movies skipping 
and even freezing. It wasn't pretty. 
Both PS2s that | have owned have 
had that problem, and almost all of 
my friends that own a PS2 have also 
experienced it, as well. 

| just hope that | won't be putting 
even more money in Sony's pockets 
just a few short months after selling 
almost everything | own for the PS3. 
-Тот Hazelton, Nova Scotia, Canada 
TOM: Well, Tom (nice name, 
by the way), | can understand 
your concern, especially after 
the trouble you and your friends seem 
to have had with your PS2s. When 
it comes to Blu-rays and the PS3, 1 
wouldn't be too worried. Since Sony 
wants the Blu-ray format to take off, 
I'm sure they'll put a lot of effort into 
making the PS3 have good playback, 
and you have to remember that your 
average stand-alone Blu-ray player 
retails for about $1,000 right now, so 
you'll be getting a bargain. 


we print 
your letter, 


you get 
this special 
shirt, made 
only for 
you letter 
writers! 


So REMEMBER 
to include 
our STREET 
DDRESS. 


We can't email them, 


The DATA 
SUGGESTS: 
People will buy the 
5600 PS3to see 
mullets in HD. 


Visit www.psmonline.com to answer our poll questions. 


MAIL E HOT TOPIC & What Would Justin Do? 


August's mail... Hot Topic! 12 4 


(What Would 


Justin Do?) 
"=== think I'll have 


Dear Justin, 

| really want 
to buy a 
PlayStation 3 
when it comes 
out, but don't 


се Well, it looks like all of our hard work [En aN 
а paid off, as you readers out there though l'm going 
really seem to like our redesign. Some ou 
miss the sections we dropped, but it's summer. What 
hard to please everybody. Mea ES 
Chicago, IL 
THE NEW PSM IS DONT FEEL LIKE The PSM Take: Ж 
MORE FUN TO READ | HAVE ТО HIDE MY FAI CHRIS: Wow, thanks for allthe (to ask myself 
(I ACTUALLY PSM FROM MY ГӨ kind words! Seriously, мете а 
LAUGHED ONCE OR ROOMMATES ù Û overwhelmed. We thought getting a PS3 
TWICE) A D ALL AROUND ANYMORE. THANKS, about this redesign for so long, and tient when i 
IS MORE LEMONY FRESH. GUYS! worked so hard on it, that it became there anything 
FABULOUS JOB, GUYS -Holly Jasper, Marengo, IA impossible for us to view it fresh, as Va ee 
—Michelle K. Milwaukee, WI Р areader would. We've redesigned can you wait 
4 MA LONGTIME acouple of other times before, but ME 
| FELT LIKE AN SUBSCRIBER, AND we've never received this much claros ue 
IND USTRY INSIDER | JUST WANTED ТО positive feedback. It really gives us Gamer arb fn) 
READING THAT STUFF, CONGRATULATE YOU ON the energy to work even harder to Bu if you can't 
WHICH IS EXACTLY THE NEW DESIGN. IT’S make each issue better than the last, ПЕПЕ Л ой 
WHY 1 SUBSCRIBE AWESOME and that's exactly what we promise should walt 
TO PSM —Eric Schneider, The Internet to do as long as we're making this Hava pêt 
-Епс Tacti, Kerhonkson, NY magazine. The best is yet to come! my friend. 


Caption Contest: Make us laugh, win a prize 


THINK YOU'RE FUNNY? 


Despite Capcom's efforts, T 
“Viewtiful Joe: Red Hot Game Sean Quigley, 
o' Tag" didn't meet everyone's Gray, ME 
expectations. 


WRITE A CAPTION FOR THIS + 


1 Here's How 


Write a caption for this screen and email it to 
psm@futureus-inc.com with the subject line “113 Caption 
Contest!" THE DEADLINE IS SEPTEMBER 1ST. If we choose 
your caption as the funniest, it'll net you a PSM Prize Package, 
so include your full name and mailing address! 


AUGUST Ë The Big Contest 


PlayStation 3 


3 How To Enter 


WRITE YOUR ENTRY In 50 words or less, describe what 
crazy plan you'll use to gather enough cash to buy a PS3 if you 
have to. The winner will be the entry that makes us laugh the hardest! 


SEND IT IN E-mail your story to psm@futureus-inc. 

com with "August PS3 Contest" in the subject line. Or, mail 
your entry to Future US, c/o PSM, 4000 Shoreline Court, Suite 400, 
South San Francisco, CA 94080. Be sure to give us your full name and 
address to qualify. All entries must be received by September Ist. 


= KEEP YOUR FINGERS CROSSED Well pick our favorite 
entry and announce the winner in our December issue, on this 
very page! 


We Have a WINNNER! 

Randall C. of Portland, OR. has won our March 
PSM IQ Challenge and will receive а shiny new 
PS3! (When it comes out.) 


WHAT YOU GET 


Your very own PlayStation 3! We're talkin’ 
the full-on $600 model complete with a 
606GB hard drive, wi-fi, chrome trimming 

- the works! We'll deliver the console to 
the winner just after it launches (currently 
planned for November 17th), or 

shortly thereafter, depending 
on the system's availablity. 
PS3s are going to be hard 
(and expensive) to buy, so 
why bother? Enter today 

and maybe you'll be the 

one to get yours for free! 


FANDOM С Fan Projects © Fan Art & Fan Websites Е Fan Etc. 


Fandom: 


ART 


В VAMPIRE FIGHT Xero Reynolds of Spring, TX, returns once again with this 
great Legacy of Kain piece. See more at Xero's site, www.xerjester.com. 


Go 


COSTUME 


a 


В HACKERS 

BEWARE Kite 
from .hack cosplay, 
courtesy of Cynthia 
Kirkland of Virginia. 


| pes 


© DARK SIDE Tim Chism of Bowling 
Green, KY, presents FFVII's Cloud. 


http://www.newgrounds.com/portal/view/276650 


If you're even slightly a fan of either Mortal Kombat or Street Fighter II (or both!), you have to see this flash movie by Proxicide. The premise 
goes like this: Ву! МК realm and faces off against Scorpion. Fighting ensues. While the story is so-so, the action is spectacular. 


SEND US send your displays of fandom to us at 
STUFF! websites, custom toys, cosplay... we want it all! The best stuff will be displayed here every issue! 


with “Fandom” in the subject line. Art, 


ОМЕ ОР ТНЕ 
TOP FIVE 


GAME-DEGREE 
PROGRAMS 


– Electronic Gaming Monthly 


LEGO GEAR 
SOLID! 


Аг you can combine Metal Gear and LEGO 
is a happy occasion, and we're extremely happy 
about Justin Stebbins' Metal Gear Solid 3 LEGOs. 
Stebbins actually has quite a few videogame- 
related LEGOs at his site, www.saber-scorpion. 

com - including the awesome MGS1 LEGOs that we 
showcased in our June 2004 issue. Check 'em out! 


Student Artwork 
Francisco Cruz 


Real World Education 


School of 


School of 


3300 University Boulevard 
Winter Park, FL 32792 


Financial aid available to those who qualify 
Career development assistance 
Accredited College, ACCSCT 


THE 4909 PSB PACKAGE COMES 
WITH A PAR or VICIOUS YAKUZA 
THUGS то ANTAGONIZE OTHER , 


INSTEAD OF THE CHROME 


FACING OF THE $599 MODEL, ЛЕ 


THE 439999 VERSION OF 


THE PSS 15 24-КАРАТ 
GOLD-PLATED AND 4 
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Next Month in PSM =~... ~ 


If you thought this issue was packed with wall-to-wall PS3 ee | 
coverage, you ain't seen nothin’ yet! We'll have much more КА Coi Tore 

on big PS3 titles like Resistance, plus the PS3 tilt controller's * € | 
surprising connection to the PS one... all in just 30 days! 7 
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THE WORLD” $ GREATEST LAN PARTY! 


THE TWO GREATEST MAGAZINES IN THE WORLD ARE "Ра 
JOINING FORCES TO BRING A 500-MAN B.Y.OC. LAN СГИСІ ucial Antec. 


TO SAN JOSE“, CALIFORNIA! PLAY FOR THREE DAYS сыи: ин 
OR DROP IN FOR A FREE ONE-DAY SPECTATOR PASS! _ СОМРАМУЕНОЕс = [ZZY] 


GO TO WWW.S SHOWDOWNLAN COM TO REGISTER 
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EDITOR CLINICS! 


« PCG AND MAXPC EDITORS! < ADVANCED FPS TEAM TACTICS! 
- ШЕ PC GAMER PODCAST! < BUILD A PC! <- UPGRADING FOR 
GAMING! < ADVANCED UPGRADES! < PLUS OPEN Q&AS! 


TOURNAMENTS! 


< COUNTER-STRIKE: SOURCE (5X5)! < БЕДА, < BATTLE FOR 
MIDDLE-EARTH 2! < BATTLEFIELD 2! + UT2K! 


SPECIAL BONUS! 


< COMPANY OF HEROES WORLD DEBUT MULTIPLAYER TOURNAMENT! 
+ PLUS AN EXCLUSIVE SHOWING OF SUPREME COMMANDER 
(PRESENTED LIVE BY GAS POWERED GAMES)! 


] AUGUST 26-27, 2006, PARKSIDE HALL SAN JOSE, СА 00 
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Made with love’ by: 


EURUMAG- 


Our goal iS to preserve classic video game magazines so that 
they are по lost permanently: 


People interested in helping out папу capacity; 
please visit us at retromags-com. 


No profit is made from these scans, nor do we offer anything 
available from) the publishers themselves: 


Ifyou come across anyone selling releases from 
this site, please до not support them and do let us know: 


Thank you! 


